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24: The Game 
Arena Football. . 
Beatmania . . . 


Blade 
Brain Age: Train Your Brain in Minutes a Day 
Burnout Revenge . 


2 Chromehounds . 
168 5 CMT Presents: Karaoke Revolution Count 


Crysis 


JUSTICE LEAGUE HEROES 


From acclaimed action/RPG developer 
Snowblind Studios comes a triple-A treat- 
ment of DC Comics' highest-profile team 
of superheroes. We bring you the exclu- 
sive first look at what the face of this 
outstanding collabration will look like. 


Daxter . 

НҒА Street 2 

Fight Night Round 5 

FlatOut 2 

Full Spectrum Warrior: Ten Hammers 
Galactic Civilizations Il: Dread Lords . 
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96 60D OF WAR Il 


Join us for an exclusive first look at Sony's followup to last 
year's fantastic mythological action romp. This time, Kratos 

is the God of War - but that just means that his enemies are 
bigger and badder than ever. Learn how the additions of new 
movesets, the wings of Icarus, and Kratos’ newfound grappling 
abilities will let players take on the very gods of Mount Olympus 


Lost Мавіс............ 
Major League Baseball 2K6 3 
Marc Ecko's Getting Up: Contents Under Pressure .. 
MechAssault: Phantom War 

Mega Man Powered Up . 

Metal Gear Acid 2 . . 

Metal Gear Solid 3: Subsistence . 

MLB 06: The Show (Р52) 

MLB 06: The Show (PSP) 

NBA Ballers; Phenom . 


GAME INFARCER 


Our annual take on what an alternate 
bizarro dimension of gaming would look 
like will undoubtedly leave you doubled 
up with gut-busting laughter. Editor-in- 
Chief Garnadan insists that feeling is 


in this month’s cover story. 
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STAFF 
Read the team’s latest favorites 


GI SPY 
Silly pictures of our life and times 


DEAR Gl 
Your chance to fire back at us! 


CONNECT 
Where news, talk, and 
technology collide 


INTERVIEW 
Brad McQuaid, the original 
EverQuest mastermind, talks to 
us about the state of massively 
multiplayer gaming 
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amusement, anyway. 


GEAR 
Geeky gadget stuff for the masses 


OPINION 
Senior Lead Analyst at Majesco 
Entertainment Robert Cooper 
considers violence in gaming from 
arguably the most important per- 
spective of them all: a parent's 


CALENDAR 
Get hip to this month’s happenings 


PREVIEWS 
Read up on the latest on Scarface 
and Test Drive Unlimited and get 
educated about Far Cry developer 
Crytek's new next-gen project 


REVIEWS 
Game of the Month: Ghost Recon 
Advanced Warfighter for Xbox 360 


CHARTS 
Retail Sales Data and the СІ 
editors’ Top 10 Games 


SECRET ACCESS 
Codes, strategies, and passwords 


CLASSIC GI 
Reliving gaming's greatest 
moments 


GAME OVER 
The end...or is it? 
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Pursuit Force 
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Rumble Roses XX 

Saints Row ....... 

Scarface: The World is Yours . . . 
Sims 2: Open For Business, The 
Sonic Riders 

Splinter Cell Essentials . 

State of Emergency 2 . 

Street Supremacy . . 

Super Monkey Ball: Touch & Roll 
Tamagotchi Connection: Corner Shop 
Tekken: Dark Resurrection 

Test Drive Unlimited . . 

Tetris DS 

Tokyo Extreme Racer Drift 

Torino 2006 
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EDITOR-IN-CHIEF 


THE ART OF 
REFINEMENT 


] ANDY McNAMARA 


A few months ago, 1 promised you that Game 


Informer would have an outstanding year with 


some of the best cover stories in our history. Thus 


far, | think we are keeping that promise, and this 


month's God of War 2 exclusive is just another way 


for us to prove to you that we are working hard to 


get you the latest and greatest. 


However, getting the best cover stories wasn't 


our only goal for this year. We wanted to make sure 


that we also took a good look at some of the other 


parts of the magazine and did whatever we could 


to improve them as well. 


This month you will see a number of new addi- 


tions to the magazine that we feel will help us help 


you navigate the video game universe. To us, that 


meant taking the things we talk about around the 


office and getting them into the magazine. Enter 


three new Connect sections: Connect Ten, Connect 


Debate, and Connect Culture. 


All three are just the first volley of things we have 


planned for the next year. While we don't expect 


each section to appear in every magazine, each one 


is flexible and will enable us to express more opin- 


ions on industry topics, and also to stop and take a 


look at the good things - including things outside 


of games - that make them so important. 


So make sure to take a moment and explore the 


new things this issue has to offer, while enjoying 


your old favorites. And make sure to come back 


next month, as we have a surprise for you that | am 


sure you will absolutely, positively want to see. 


Cheers, 


Andy >>_andy@gameinformer.com 
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Handle: The Game Hombre Expertise: RPGs, Action/Platform, 
Driving, First-Person Shooters Interests: The Office, 1080p 

HDTVs (But I'm Annoyed All Broadcasts STILL Aren't Required То 
Support It) Dislikes: When World Events In WoW Like The Gates 
Of AQ Are Destroyed By Unbelievably Horrid Server Lag, Kevin 
McHale's Lackluster Timberwolves Roster Management Current 
Favorite Games: World Of Warcraft, Black, Tetris DS, Ghost Recon 


Advanced Warfigher 
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Reiner >> reineregameinformer.com 

Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, Sports 
Interests: Ninjatology (The Study Of All That 15 Awesome & Sneaky), HD-DVD, Playing 
Guitar Hero Without Looking At The Screen, Optical Gravitational Microlensing Experiment 
(Proof Of Aliens), Myspace.com Dislikes: A Future Without A New Star Wars Movie, 
Microsoft Dragging Its Feet On Updating Xbox 560 Backwards Compatibility Current 
Favorite Games: Kingdom Hearts Il, Burnout Revenge (Xbox 360), Ghost Recon Advanced 
Warfighter, The Outfit, Tetris DS. 


Matt »» matt@gameinformer.com 

Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Action/ 

9 Adventure, Action/Sports Interests: ESPN's Through The Fire, The Next-Gen Console War, 
Tortoise And Bonnie “Prince” Billy - The Brave And The Bold, Dungen - Ta Det Lungnt, A 
Different World (1/5 Like The Cosby Show! With Sinbad!) Dislikes: The Flu, The Olympics 
(AKA. “The Time Of No Law & Order’), A Bunch Of Stuff That Exists Current Favorite 
Games: Daxter, Tetris DS, Super Princess Peach, Fight Night Round 3 (Xbox 360) 


Kato >> kato@gameinformercom 

Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/Platform 
Interests: Taco Parties, AMC's Grifter Show Hustle, The Notorious Bettie Page - Best Movie 
Ever, Murder, Misery And Then Goodnight By Kristin Hersh, The Owls, The Return ОҒ 
NASCAR (Promise You'll Never Leave Me Again) Dislikes: Clap Your Hands Say Yeah (No), 
Arctic Monkeys, The Olympics (Its When Non-Sports People Say They Like Sports) Current 
Favorite Games: The Lord Of The Rings: The Battle For Middle-Earth II, WRC: FIA World 
Rally Championships, Ghost Recon Advanced Warfighter, Guitar Hero 


Lisa >> lisa@gameinformer.com 

Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: Perplex City, My New Roller-skates, Tim Тат Slam, DS Lite (In Saucy Teal), 
Marvel Zombies, Ted Nugent Is The Key To Geometry Wars Dislikes: Car Malfunction, 
Waiting (For The Burning Crusade, Elder Scrolls, Gears Of War, Twilight Princess, FF ХІ, 
Resident Evil 5, And Everything Awesome) Current Favorite Games: Tetris DS, World 

Of Warcraft, Burnout Revenge (360), Zuma, Elder Scrolls: Oblivion, Untold Legends: The 
Warrior's Code 


Jeremy >> jeremy&gameinformer.com 
Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform, 
ж. Fighting, Strategy/RPGs Interests: The Tim Tam Slam, DC Superheroes Toys, Final 

Destination 3, Rewatching The Dirty Harry Movies, The Lord Of The Rings: Tactics (It's 
” Awful, Yet | Keep Playing it), Stay Alive Dislikes: Planet Hulk, The Eternal Starship Troopers 
a. Debate (It Sucks, Admit It!), Current Favorite Games: Justice League Heroes, Ghost 
Recon Advanced Warfighter, Untold Legends: The Warrior's Code, Fight Night Round 5 
(560), Black, Geometry Wars 


Adam >> adam@gameinformer.com 

Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Owning The Alliance 35-1 In Warsong Gulch, Experimental Cooking, Finally 
Finding Shoes That Fit, 7he Sopranos (Yeah, So What If I'm Four Years Late To The Party?) 
Dislikes: Ten-Man Turtles In The Flag Room, Trying To Find People To Play Magic (Yes, 
The Card Game) Against, The Crap That Guitar Hero Expects You To Pull Off In Hard Mode 
Current Favorite Games: World Of Warcraft, Untold Legends: The Warrior's Code, The 
Lord Of The Rings: The Battle For Middle-Earth II, Galactic Civilizations II: Dread Lords 


Ј0е >> jceGgameinformer.com 

Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platform, Puzzle 
Interests: Final Destination 3, Edward James Olmos (Who Carries Battlestar Galactica. 
Starbuck owned), Starship Troopers (Jeremy Sucks. Admit It!), Deathcoil Dislikes: Grandia 
ІІ (Apparently), Getting Fooled By Cardboard Boxes In Subsistence, Unwatchable Movies 

~ With Transparent Oscar Hopes (Snap Out Of It, North Country! You Lose!) Current 
Favorite Games: God Of War 2, Metal Gear Solid 3: Subsistence, Metal Gear Acid 2, 
Shadow Hearts: From The New World 


Miller >> miller&gameinformer.com 

Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, First-Person Shooters Interests: Firefly (And How Did This Get Cancelled?), 
Yellow Curry, Great Comic Weeks, Bartimaeus (| Need A Pet Demon) Dislikes: Christmas 
Trees That Never Go Away, Discovering School Loans | Never Thought | Had, Taruto 
DVDs On My Desk (1 Still Need Disc 2 and 3, Guys) Current Favorite Games: Call Of 
Duty 2, Kingdom Hearts 11, Prince Of Persia: The Two Thrones, Zuma, Kirby: Canvas Curse, 
Daxter, Beatmania 


UNLIMITED ENABLED. 


GAME INFORMER UNLIMITED 


When you see this logo on a game preview, review, or feature, you can learn more 
about it by heading to www.gameinformer.com and clicking on the Unlimited logo. 


There are tons of other bonuses there (including movies, interviews, and screenshots) 
exclusively for Game Informer subscribers, so even if a game you like doesn't have the 
logo in the magazine, there is a good chance you can still learn more online. 
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The time for dull level grinding and опеку 

combat is officially over. DUNGEONS & DRAGONS — 

ONLINE™: Stormreach™ is the most dangerous and 

unique online game ever devised. Prepare for a 

` radical gaming experience that puts you and your 
m in the middle of real-time combat within ` 
forgiving private dungeons. Outwit, outfight 
outsmart yourfoes - or die trying (alot). ` < 
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.COMMANDOSSTRIKEFORCE.COM 
; % 


Language 
Suggestive Themes 
Violence 


SOFTWARE 
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Game Informer has a thriving 
online community, and this 
is where they can sound 

off about issues facing the 
gaming industry today. 


N: 


What do you think about the 
rising trend of re-releasing 
games with additional 
content? 


For those of us who are living 
solely off of our student loans, 
it's practically impossible to 
afford games upon their original 
release. Special editions are the 
redemption of the starving-yet- 
dedicated gamer. Good things 
come to those who wait 
mitch_the_switch 


J think it's just a conspiracy to 
make more money. Not that I'm 
paranoid or anything. 1 just feel 
that after spending 550-560 for 
a brand new game, I shouldn't 
have to spend another 520-550: 
just to get the whole experience. 
SmackeyTheFrog 


As long 

as there Б. 
sufficient 
added 
content, 
such as the 
‘additional 
missions in Fable: The Lost 
Chapters or the ability to play as 
Vergil in Devil May Cry 3, fans of 
the game benefit, 


MstrChf 


| think that the re-release of 

‘games is good and needed 

for gaming to grow It is an 

ingenious marketing idea. It gets 

fans to repurchase a дате, and 

talo draws in many new ones. 
breakingthebenjamin 


Thate spe- 
cial editions, 
all they do 
is sap funds 
that should. 
be going to 
new games. 
H's not like. 
they can't fil a game with special 
features to begin with like Sega. 
did with Panzer Dragoon Orta. 
Perhaps if it had a shiny case 
and said “Special Edition” people 
would have bought it 

Killerclaw 


Most of 
the time 
there's 
onlya 
couple 
updated 
things 
with a higher or same price, so 
it's not really useful. It’s kind of 
like the new DS. | got a normal 
one, then weeks later they 
announce a new one. 
DollMeatTestSteak 


Do you want to make your voice 
heard? Weigh in with your opinion at 
www gameinformer.com/forums. 


Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI е 724 North First St., 4th Floor e Minneapolis, MN 55401 Email: deargi@gameintormer.com 
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just read your "The Good, The Bad, The Ugly" 
column in issue 155 and couldn't help but notice 
the word "GOOD" in front of "Yu Suzuki says that 
there's no Shenmue 3” You people have no souls. 
Aaron Teplitsky 
via aol.com 


1 don't understand why 
you guys said there was 
no Shenmue 3 coming 
out. Yu Suzuki would 
never have said that! 
There is a Shenmue III 
petition which now has 
over 55,000 signatures. 
Yu Suzuki will direct it 
and it will be next-gen! 
Ryan McDermott 
via yahoo.com 


Why the hell did you say 
that Shenmue III isn't 
coming out? It has been 
done for years! Yu Suzuki 
didn't direct it, but it's still 
coming out. All of the 
Shenmue games (includ- 
ing lll!) have been confirmed for Xbox 360 in a 
single collection called Shenmue Saga! 
Eric Anthony 
via hotmail.com 


п Dreams are good, and we don't like crush- 
ing them, but regardless of what Fínding 
Neverland taught you, believing something 
really hard doesn't necessarily make it true. 
Despite some conflicting reports online 
pertaining to "confirmed" details about 

the next entry in Yu Suzuki's epic Shenmue 
series, we talked to a Sega spokesperson 
who had this to say: "Sega Japan has not 
publicly commented on the development 
of Shenmue III, so the only thing 1 can 

do is dismiss this content as rumors and 
unsubstantiated speculation? However, 
there is a silver lining for Segaphiles: it is 
possible we took Suzuki's comments out 

of context for the "The Good, The Bad, and 
The Ugly" section in question. Even though 
we don't know if Shemue 111 exists for sure, 
we also can't definitively say it doesn't 
exist. So, there's a chance it's out 
there...somewhere...and that's enough to 
keep many fans believing. 


| just read the "Sympathy for the Devil" editorial, 
and Matt makes a great point about how gam- 
ing fans, developers, and the media should be 
able to accept criticism from reasonable critics. 
However, the critics of our beloved industry with 
reasonable complaints seem to run few and far 
between. Thankfully, it seems like the good guys 
are on our side; | am proud that we have intel- 
ligent, informed people like Doug Lowenstein in 
our corner. 

Michael Stewart 

via gmail.com 


| just read your “Sympathy for the Devil” article 
in the February 2005 issue and | have to ask: 
How can you possibly feel sympathy for people 
with no moral values!? The only thing these and 
Washington politicians are doing is aggravating 
gamers around the world by trying to place bans 
on games! This has 
made me angrier than 
any video game! 
Chris Rodolico 
Philadelphia, PA 


Kudos to Matt Helgeson 
for his “Sympathy for the 
Devil" piece. It's good to 
see a balanced perspec- 
tive rather than politi- 
cians reacting to things 
they know little about 
and gamers reacting 
to the politicians’ igno- 
rance. Let's be realistic: 
Violence in games is 
fine for a normal person, 
but there are abnormal 
people out there who 
may not be able to 
handle it. My hat's off to 
you, Matt. 


John Stokes 
via email 


в Hey, isn’t it funny how Matt can be threat- 
ened with a dimension-altering Chaos 

Blast one issue, then be praised for an 
even-handed analysis in the very next one? 
Anyway, the most intriguing thing about 
these responses (along with many others 
we received) is the variety of interpreta- 
tions of the issue. Some saw the editorial 
as a call to arms against certain politicians, 
while others thought it was a condemnation 
of developers who produce violent games. 


в As it turns out, the staff of Game Informer 
is only human. Well, one of us is a goat in 
a Miller suit, but the point is that we make 
mistakes. The factoid mentioned in Scott's 
letter (and dozens of other less-polite RE fans’ 
complaints) is one such error. Some informa- 
tion got mixed up, it managed to slip through 
the proofing process, and we apologize to 
everyone who was personally offended. We 
feel just sick about it...kind of like how Claire 
Redfield must have felt when she faced off 
against Nemesis at the end of Resident Evil 4! 
Kidding, kidding. Put down the chainsaw. 


Remarkably, to many readers the piece 
seemed to say whatever they wanted it to, 
which prompted a flood of interesting (and 
impassioned) reactions that looked beyond 
the simple “black and white” approach to 
the debate. It is great to have people like 
Doug Lowenstein on our side, but we're also 
impressed with how much gamers as a com- 
munity have banded together to meet this 
challenge in a thoughtful manner. You rule! 


Ivi 


I'm a recent subscriber to your magazine (only 
into my second issue), but I can't help being 
perplexed by your rating system. To point out 
an example, | am referring to issue #153, page 
132: You grade games on a 1 to 10 scale, with 5 
being “passable.” However, out of the 42 games 
reviewed in that issue, only two games received 
marks below 5 (Shadow the Hedgehog and 
Shattered Union), the average game score being 
741 (the previous issue reviewed 48 games with 
a mean of 7.59). My question is, why the grade 
inflation? Shouldn't 5 be "average," and not 7.4? 
Jason Coley 
via yahoo.com 


в For the benefit of Jason and the rest of 
our recent subscribers, here's the basic 
rundown on how our scoring system 
works. If you take another look at those 
score descriptions, you'll notice that even 
though 5 is considered passable, 7 is our 
designated average. It helps to think of the 
system like a grading scale in school. If 
you get 40 percent on an assignment, you 
fail. Similarly, anything in the 90 range is 
passing with flying colors. Now, we don't 
sit down with a bell curve every month, but 
since our average score is hovering right 
around 75 percent (a solid C), it seems like 
we're staying pretty consistent. However, if 


From of battle, four heroes 


o AN À | ГАР 
) | \ C. 


ademarks of Sony Сопу 


Switch between 4 Lay waste to entire armies nnihilate enemies 
characters with unique on the ground and in the air. with more than 60 weapons 
weapons and abilities. in over 90 missions. 


E PlayStation2 SQUARE ENIX. UBISOFT’ 


dear g 


the day ever comes when a 5 actually is our 
most commonly assigned score, then you'll 
know the industry is in a rough spot. Either 
that, or it's a month with a whole lot of 
Army Men games. 


Enter the Game Informer Envelope Art 
Contest. All you need to do is draw, paint, 
scratch, spit, or carve the best darn envelope 
art you can think of and send it to us. Please. 
indude your name, phone number, and 
return address on the back of the envelope. 
If you're the monthly winner, we'll feature 
your work in GI and you'll receive a video 
game prize from the Game Informer vault. 


Send to: 
Game Informer 


Envelope Art С‹ 
TO BOLDLY GO T24 Tat SE N, ain Foor 


Mpls, MN 55401 


| hate to be а nitpicker about something as nerdy 
as Star Trek, especially since 1 consider myself to. 
be a Trekker rather than a Trekkie, but I felt that 


you may have made a gross over-generalization CHARLES 
in your Star Trek Legacy: A New Frontier article of ROBERTSON 
issue 154. On page 60 you write: “At its core, Star 5 
Trek is about the characters, the ships, and how. 50; weis 
they come together in battle" This seems to be Мапо% 
а superficial perspective on Gene Roddenberry's snake name? 
science fiction masterpiece and nowhere near an Cobrat? 


explanation of Star Trek at its core. From my expe- 
rience with Star Trek, | see the underlying themes 
in most of them to be about exploration, not just 
of space, but of the mind and of human poten- 
tialities. It's about humanity constantly stepping 
beyond itself in a neverending quest to overcome 
its limits, both physical and metaphysical, and 
while space battles sometimes play an important 
part in this quest, it is hardly a vital component. 
The humanity portrayed in Star Trek is one that 
ultimately seeks peace and if the heart of the 
show was about battle then that humanity would 
seem inauthentic and petty. 


DAVIS CATHCART 
The kid from ICO is totally our 
favorite member of Gorillaz! 


Chris Jones CHARLES ATKINS 
Grand Forks, ND Now we see Pac-Man for the ghastly 


mask of pure malice he truly is 
Thanks for the input, Chris. One of the 
interesting things about Star Trek as a fran- 


chise is that it appeals to many people for ORAN 
different reasons, though the humanity you McCAULEY 
mention is certainly a critical component. Of Get outta 
course, so is 7 of 9's bodysuit, so it's prob- there, Sam! 


ably a multi-faceted mystery. On another 
note, you may be surprised to know that 
out of the thousands of nerds that read our 
magazine every month, you were the only 
to send us a correction regarding our article 
on Star Trek: Legacy. Given the notoriously 
meticulous nature of Star Trek fans, we 
can’t help but view that as a small victory. 
Oh, and you officially get upgraded to Elite 
Nerdguard for using “metaphysical” and 
“space battles” in the same sentence. 


Pull a Keyser 
Soze! 


SERGIO GUTIERREZ 
| want to dance...SO...BAD! 
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The Battle foran Ancient 
relic Begins Хх with the nunt 
foc the “меге”... 


adrift on an endless, raging ocean, senel 
coolidge and his sister shicley find 
themselves drawn ashore a mysterious 
ship. known as the Legacy, It is an ancient 
relic that conceals countless dangers — 
including those who lie in wait for shirley. 


то save his sister, senel and his party 
uncover the deepest secrets of a legendary 
ship, and in the process, discover the ties 
that bind them all. 


Take strength from friendship. rake pride 
in love. Take everything that you believe 


A new cost of endearing sast-paced real-time battles. over 70 hours of gomepla А М то 


characters in o stunning Throw mossive enemies f. in a stirring tale of love. , Іі iy MORE INFORMATION? USE CODE FZYGMI! 
3D setting. the first time. © x heroism. “ mi — 


|| Fantasy Violence 
Mild Language 
Suggestive Themes 
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CONNECT 


HALO 3 DEAD? 


BUNGIE'S NEXT PROJECT: FORERUNNER 


s it true that there will be no Halo 
3? If you ask Bungie or Microsoft, 
the current answer will be, "Yes" In 
fact, at the time of this writing, both 
companies have flat-out denied that 
Halo 3 even е nd yet the game has 
not only been the constant subject of talk 
and rumors by both fans and the industry 
itself, online retailers have thrown up bogus 
release dates from tim time to stir up 
the masses. How can a 
posedly does not even е; 
about so much? We kno 
working on various projects, and d 
employment advertisements asking that 
applicants love "combat on the high seas," 
Game Informer has learned rough its net- 
work of industry spy pirates that Bi 
next release will Бе a Halo Xbox 5 
project. However, as of пом, it's not even 
called Halo 3. 
The relentless confusion over Halo 3 
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starts with the powers that be at Bungie. 
Shortly after the release of Halo 2, the 
company’s studio manager Pete Parsons 
told the BBC, “After Halo 2 we are plan- 
ning to do something different. We will do 
something else and we have a few ide 
This led the public to the logical concl 
sion that the next project wouldn’t be 
Halo-related, None other than Microsoft's 
Bill Gates himself put down the gauntlet 
on Halo 3 and seemingly confirmed the 
game's existence in the spring o 
when he told Time that the game would 
alongside and compete with 

/'s PlayStation 5. Gates would later 
recant this exact release date of the game, 
but didn't deny the project existed. That 
job has instead been left to others such as 
Microsoft Game Studios head Shane Kim 
who dubbed the game "the mythical Halo 
3” in a February update of the website 
Next Generation. And, of course, all the 


while Bungie has held the course that 
Halo 5 does not exist. 

In its customarily clever way, Bungie is 
not telling a lie — it's just not telling you 
the whole truth. A well-connected Game 
Informer source has seen this game up 
and running, and tells us that the project 
is dubbed Forerunner (and no, this is not 
an April Fool's joke). At this time the game 
is not bei led Halo 5, which is per- 
haps how Bungie has been able to deny 
the е; of a title that literally bear 
the name "Halo 5” Of course, when 
said in done, the game could be officially 
dubbed Halo 5: Forerunner or some varia- 
tion thereof. It is very common for a game 
in development to 
rary codename. For the time being, howev- 
er, our e tells us that it's bei 
to simply as Forerunner. We contacted 
Microsoft about the game, but it would not 

nment on “rumor or speculation” 


e tagged with a tempo- 


Breaking News, Views, And Technology From 
The Cutting Edge Of Gaming 


The game is being designed around 
huge persistent worlds that will be created 
with what we're being told is a modi- 
fied Halo 2 engine. "Big" is the operative 
word, and many aspects of the title will be 
affected by the large scale of the game. For 
instance, Forerunner will showcase four- 
player co-op in a move away from a strict 
linear single-player experience. Make no 
mistake about it, though, Master Chief is in 
the game, and gamers will play as him to 
drive along th y. However, the world 

If and the ais that draw from it will 
layer and any 
De join in on the action. 
charged to capture a weapons 
depot, for instance, you might not choose 
to do it, or may fail trying. Although our 
ІШ definite 
mission structure, your failure at this par- 
ticular task will mean that whatever extra 
firepower may have been yours for the 


taking had you captured the depot will 
instead strengthen your enemies from then 
on. This cause/effect concept applies to 

the game's destructible environments as 
well. Of course, this philosophy is nothing 
new in video games, but it clearly embraces 
Bungie's love of multiplayer and the lessons 
learned from the series' success online. We 
imagine that these tidbits are surely only 
the tip of an iceberg that hopefully includes 
plans to merge the offline and online 
worlds together to great effect. 

We're told the game's storyline will delve 
into the origins of the Forerunners, the 
long-absent, technologically advanced civi- 
lization that inspired the Covenant's Great 
Journey. Up to this point, the Forerunners 
are a mysterious element within the Halo 
story that has yet to be fully explained. 
However, the plots of Halo and Halo 2 
imply that humans, the Master Chief, and 
the Forerunners are linked, but with as 


little we know about the actual plot of this 
upcoming project, we don't know how 
everything is going to fit together. Although 
our source has seen the Chief in action, 
even his presence could only be half the 
truth. After all, this is from the company 
that surprised everyone with the introduc- 
tion of the Arbiter as a playable character 
in Halo 2. 

Bungie's denials that Halo 3 exists have 
led fans to surmise that the company says 
so simply because the next Halo project 
doesn't involve an actual halo, unlike the 
first two titles. That would make sense, given 
what our source has told us regarding the 
game's focus on the Forerunners. However, 
that does not preclude the title from picking 
up where Halo 2 tantalizingly ended — with 
the Master Chief returning to Earth with a 
mandate to kick some ass. 

The project could also be aligned with 
the Halo movie scheduled for release in the 


summer of 2007, which has Peter Jackson 
atthe helm as executive producer. Our 
source tells us that the film will be based on 
the book Halo: The Fall of Reach, chroni- 
cling a time leading up to the first game. 

If the mysterious Forerunner project is in 
fact related to the movie, then perhaps the 
video game's title could not only refer to the 
civilization, but to the game being a prequel 
set during the early part of humanity's war 
with the Covenant. 

Clearly there are more questions remain- 
ing than have been answered with the 
information we've brought to light. Does 
this: Forerunner project actually mean that 
there won't be a legitimate Halo 57 Could 
there be a game called Forerunner and an 
entirely other project entitled Halo 3? What 
if Forerunner is simply a side project meant 
to explore storyline tangents within the Halo 
universe? If “Forerunner” is indeed the actual 
name of the game our source has seen, 


connect 


and not simply a temporary codename, 
we can't imagine a Halo product leaving 
Bungie's doors without a Microsoft market- 
ing executive slapping the word “Halo” 
somewhere on the box for maximum effect. 
As always in the development process, 
there are myriad aspects that can change 
at any moment. But for the time being, 
our source has assured as that the tantaliz- 
ing snippets that have come our way are 
indeed true. Whether or not they point 
to the whole truth is something we won't 
know until Microsoft pulls back the cur- 
tain on the project at E3. Bungie clearly 
delights in winding up the public, so we 
wouldn't at all be surprised if what we 
know now are merely isolated pieces of 
a larger puzzle that Bungie has cleverly 
constructed. Regardless, any project from 
the developer is а big deal and one that's 
guaranteed to get fans excited, regardless 
of what it's finally called. 
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Y Violence 


ESRB CONTENT RATING wwwestb.org 


Game experience may change during online play. 


SEGA. the SEGA logo and Я 
Corporation in the U.S. 


Xbox Live, the Xbox lo; 


icrosoft, Xbox, Xbox 360, 


SEGA Corporation. © SEGA Corporation, 2005. Ali rights reserved. 
Entertainment Software Association 


E: connect ten 
ISOLDAT 


WWW.SOLDAT.PL 


Developed by Polish student Michael Marcinkowski when he was still in high 
school, Soldat (released on the net in 2002) has consistently been one of the 
most popular freeware titles on the Internet. After playing the game for about 
five minutes, you'll quickly understand why: it's damn fun. Marcinkowski's 
basic premise with the game was to take simple, 2D Worms-influenced level 
designs and gameplay, 

then infuse it with a greater 
degree of control and 
multiplayer modes from 
popular FPS series like 
Quake. After a quick bout of 
zooming around the levels 
via jetpack and unloading 
massive firepower on your 
foes, we guarantee you'll 
be hooked. For hardcores, 
there are numerous Soldat 
clans, mods, and forums, all 
easily found via Google or 
the Soldat home page. 


2FACADE 


WWW.INTERACTIVESTORY.NET 


While some games, like Soldat, are happy to provide 
us with nothing more killer gameplay, the experimen- 
tal side of freeware community is well represented by 
Facade, an “interactive drama” created by Al research- 
ers at the upstart company Procedural Arts. The game 
places the player at the center of a story about Trip 
and Grace, two disaffected friends whose marriage 
and urbane life disintegrates before your eyes during 
the course of a dinner engagement in their upscale 
apartment. By typing in dialogue and using the 
mouse to interact with objects in the environment, 
you will eventually be forced to choose sides in the 
conflict and ultimately help determine the couple's 
fate. In gaming, where "adult" usually means Kojima's 
convoluted dialogue or GTA's prankish lad humor, 
Facade is shockingly well written and more than a lit 
tle depressing. Not "fun" exactly, but a real revelation 
to anyone interested in just how emotionally gripping 
interactive media can be. Deservedly, Facade won ће 
Grand Jury prize at the recent Slamdance festival. 


үшы ie rook д 
4 


TOP TEN GAMES 


YOU' VE NEVER HEARD OF 


SNARBACULAR DROP 


WWW.NUCLEARMONKEYSOFTWARE.COM 


Don't judge Narbacular Drop by the screenshots (or its unwieldy name). What appears to be a slightly 
shabby looking platformer is actually one of the most creative action/puzzle games we've seen in ages. 
Developed by Nuclear Monkey Software and recently featured at the Slamdance festival, Narbacular Drop, 
like most great puzzle games, makes use of a concept that's both simple and incredibly deep. Here's the 
gist: you can place one blue and one red gate almost anywhere in the environment. When you walk into 
one, you will instantly walk out of the other. By using this principle, you must navigate the main character 
through a series of increasingly complex 3D levels. It takes a while to understand just how this concept 
works in the game world, but once you get the hang of it, it's completely engrossing and impressive 

in how much it changes the way you must think about navigating the environments. You simply must 
experience the first time you see yourself going into one gate and coming out of the other side-by-side. 
Remember those pictures of a man watching a television broadcasting a picture of him watching televi- 
sion? Kind of like that, man...trippy. 


8STREET BIKE FURY 


WWW.HARVEYCARTEL.ORG/METANET WWW.S64GAMES.COM 

Not surprisingly, given the budget and personnel restraints that many upstart develop- Eschewing the high-brow, philosophical bent of some of the student-created freeware 

ers operate under, many of these titles take inspiration from old-school PC and arcade games, Street Bike Fury is a product of the underground, homebrew development scene, 
titles. One such is N, which is a clever and surprisingly addictive amalgamation of Lode and packed with loud, rude, and over-the-top thrills. Created by scene veteran Shawn Noel, 
Runner and Pac-Man, with some modern-day character control, animation, and physics Street Bike Fury was recently released to rave reviews on the popular freeware site Acid 
modeling thrown in to make this game feel like much more than just the sum of its Play (www.acid-play.com). Basically, it's simple and fast destruction. The game places you 


parts. Basically, you control a small stick fig- 
ure...er...ninja (because, well, it's just cooler 
if you call it a ninja), and navigate through 
dozens of single-sereen levels outfitted with 
labyrinthine layouts and other extras like 
switches and jump pads. Along the way to 
the exit, you must collect as many small Pac- 
Man style pellets as possible. N is timeless 
fun, simple and well crafted. 
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on a high-powered motorcyde, then sends you 
careening through a series of side-scrolling levels 
as you shoot down everything in sight. Using the 
mouse for aiming and the WASD keys for bike 
control, you'll set off a number of massive explo- 
sions and even trigger some impressive scripted 
events. The environments, which are rendered 
through unique, comic-book inspired visuals, are 
highly destructible. 


JOCULAR INK HRUNESCAPE 


WWW.PISTACHIOPRODUCTIONS.COM WWW.RUNESCAPE.COM 

If you're sick of clichéd game characters like soldiers, we've got a hero for you! A Java-based MMORPG that operates on most Internet browsers, Runescape is an extremely long-run- 
Ocular Ink details the adventures of a detached eyeball armed with a paintbrush. ning and successful shareware game. Recently, the amount of live players on Runescape eclipsed the 
While strange, the title features gameplay that manages to be innovative yet 185,000 mark — a number envied by many commercially released MMOs. Originally released as a 
completely intuitive at the same time. While rolling your eyeball through top- 20/30 sprite-based title, Runescape is now in full 3D, and offers such amenities as full camera control, 
down levels, you use the mouse to manipulate the paintbrush, which can fling friends and ignore lists, and a wide array of items, skills, and quests. Considering the amount of features 


and content available, along with the fact that 
it's exclusively browser-based, Runescape is 
one of the most impressive feats of program- 
ming ever. It's certainly not the most refined 
MMO, and the visuals are more Ultima 

than World of Warcraft, but it does provide 
most of the basics of the genre in suitable 
form. If you've been skeptical of the genre, 
Runescape is a great, no-cost opportunity to 
get your feet wet in online questing without 
shelling out a hefty sticker price and subscrip- 
tion fee. If you become hooked, a fuller-fea- 
tured version of the game is available for the 
reasonable price of $5 a month. зна Nes 


objects and enemies in 

the environment by paint- 
ing lines on the ground. 
Needless to say, the action 
quickly ramps up to a sub- 
lime level of chaos. Ocular 
Ink also displays a finely 
crafted, cel-shaded look and 
humorous dialogue. Of the 
more "experimental" games 
we checked out, Ocular Ink 
is the most ready to make 
the leap into the realm of 
commercially released prod- 
ucts, and would be a great 
fit for the Ышы Um 


6CLOUD 


WWW.THATCLOUDGAME.COM 


Created by students at USC's new, state-of-the-art Interactive Media Lab (see issue 155 for our interview 
with USC professor Tracy Fullerton), Cloud is another game from the more esoteric fringe of the freeware 
universe. Interestingly, it's almost completely at odds with the current climate of video games, generating a 
mood that's at once calming and dreamlike, at the same time getting across a subtle message of ecologi- 
cal consciousness. This Zen-like atmosphere is greatly enhanced by a gorgeous, meditative musical score. 
In terms of gameplay, it's a bit like а more diffuse, abstract Katamari Damacy - you fly through the air, 
gathering up groups of clouds, internalizing them, then using them to form shapes in the sky. Although at 
times it feels more like an "experience" than a proper game, it's definitely something you owe it to yourself 
to investigate. Along with Facade, Cloud seems to point to a bright future for games, one that will be filled 
with a range of emotions far beyond what most commercial titles are capable of invoking. 


EPOCH STAR 105ТІМКОМАМ 20X6 


WWW.EPOCHSTAR.COM WWW.HOMESTARRUNNER.COM/GAMES 

Epoch Star is an example of a game that, while not really pushing any left-field concepts While many freeware games are overtly attempting to push the art of game design forward, 

or truly innovative gameplay, managed to succeed by sheer craftsmanship and attention to | Stinkoman, which runs on most browsers, instead looks back to the heyday of NES-era side- 
detail in a genre that's largely been left by the wayside in gaming: A 2D, top-down space scrolling platformers like Mega Man and its ilk. Hosted by the popular Homestar Runner site, 
shooter in the vein of Asteroids or Star Control. It's pretty simple; you traverse through Stinkoman displays that site's goofy sense of humor. This is most evident in its dialogue, which 
multiple galaxies by way of warps, using your mouse to target various enemy 2008 апа is а satirical tribute to the often grammar-mangling Japanese to English dialogue translations 
other dangers like asteroids. It's good | z ж - 3 of many popular 8-bit titles - one example 

fun, but the real addiction comes by f Ra » being the "Keep Try!" message that appears on 


the game over screen. Sure, the control won't 
put Super Mario Bros. 5 to shame, but it's quite 
entertaining, filled with funny characters and 
the requisite visual non-sequitors. It's definitely 
a good way to while away a few hours on a 
Saturday afternoon, especially for those of us 
who grew up in the NES era. 


way of the game's very robust upgrade | A \ 
апа economics systems. When you I: 3 

dock at various space stations, you'll be | 

able to buy new ships, engines, power- | [ 
ups, and weapons. Overall, Epoch Star 
features a level of customization that 
rivals many currently released com- 
mercial products. 
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EXPERIENCE THE FREEDOM OF. TOTAL DESTRUCTION ON DEMAND: = AIRDROP INTENSE MULTIPLAYER ACTION - CO-OP, 
DESTRUCTION - SHOOT; BLOW UP OR REINFORCEMENTS INTO THE BATTLEFIELD DEATHMATCH, STRATEGIC VICTORY AND 
DEMOLISH ANYTHING IN YOUR PATH! TO INSTANTLY INCREASE YOUR FIREPOWER. AN ALL-NEW DESTRUCTION MODE. 

©2006 THO Inc. All rights reserved, Developed by Relic Entertainment. THO, Relic Entertainment, The Outfit, Destru on Demand and their respective logos are arks and/or registered trademarks of THQ Inc, Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox logos 


and the Xbox Live logo are either registered trademarks or trademarks of Microsoft Corporation іп the U.S. and/or other countries. All other trademarks, logos and are property of their respective owners. 
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Available Now. 
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CONTENT RATED BY 
ESRB 


ONLINE 
RUMBLINGS 


Gran Turismo 4 fans have given up hope on seeing the release of the fabled GT 4 Online title, but a rumor has hit 
the streets that the game was seen as part of Sony's marketing plan. Sony has no comment on the rumor, but the 
game would apparently involve six-player online races, voice chat, replay options, and worldwide rankings. 


SQUARE'S 360 MMORPG 


И Square Enix's Final Fantasy 
XI is just the first RPG for the 
Xbox 360 from the company 


Add another to the list of RPGs the world is waiting for on the Xbox 360, this time from Square Enix. Final 
Fantasy XI executive producer Hiromichi Tanaka has mentioned the development of a new Xbox 360 
MMORPG. According to Tanaka, the game will be based on the tech demo shown by the company at 


Microsofts pre-E3 conference. 


E Could the next СТА 
release simultaneously 
for both systems? 


GTA EXCLUSIVITY OVER? 


BusinessWeek recently opened up the possibility 
that the next Grand Theft Auto may be released 
simultaneously on both the PlayStation 3 and Xbox 
360. A source pointed out that Take-Two still has the 
option to eschew Sony exclusivity, something that 
would be a huge boon for Microsoft and its system. 
Of course, with Take-Two's financial troubles, two 
GTAs would be a nice cash boost for the company. 


RARE PLAYS BANJO 


Not to be deterred by the lack of success by that 
chick from Kameo, Rare is plowing ahead with its 
latest franchise revival. Loose Talk can reveal that 
the developer is working on a new Banjo Kazooie 
game for the Xbox 360. We're crossing our fingers 
that this is the title that finally gets the developer 


back on track. 


THE FUTURE OF EA’S BATTLEFIELD 


EA's Battlefield PC franchise is a pretty good juggernaut, but the publisher is looking to broaden the franchise's 
horizons. As silly as it sounds to mess up a good thing, the series is heading into the future. Waaaayyy into the 
future. 2124 to be exact. It'll be interesting to see how this huge change goes over with the fanbase. 


Got some insider info? Email us at loosetakk@gameinformer.com and we'll be all ears. 


Test Your Sight 


Who the hell is Bruce MacGavin? 
Well, he's nobody special, that's 
who. This month's Name That 
Game is a spin-off to a very popular 
franchise that decided to veer off 
its road of respectability to deliver 
this forgettable light gun shooter 
for the PlayStation 2. Despite 
being the forgettable debut of 
Bruce MacGavin, this shooter also 
featured third-person exploration. 


(Answer on page 36) 
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| news | 
BEHIND 


BACKWARDS 
COMPATIBILITY 


MICROSOFT’S DAVID REID TELLS ALL 


Before the release of the Xbox 360, Microsoft went back and forth about adding backwards compat- 
ibility between the new console and old Xbox titles. The problem was that the 360 uses a different 
CPU and GPU than the original Xbox, and thus to run Xbox games an emulator had to be created. 
After the release of the 360, people began playing Microsoft's list of compatible games and many 
gamers began to wonder why some were buggy and why certain titles weren't compatible yet. Game 
Informer talked to a number of publishers and developers, and we were surprised to discover (as 
some of them were) that the process is controlled solely by Microsoft. Heading straight to the source, 


Game Informer sat down with David Reid, director of 


through the process. 


What determines which games are made 
compatible? 

It's a bit of an art. Number one, we take a lot of 
feedback from gamers. The second part of it is the 
technological aspect of it. Some games are simply 
more difficult to emulate than others. Software 
emulation is really difficult stuff here. You end up 
looking at this portfolio thinking, “We could get 
these three games which are pretty easy versus this 
one game that will take quite a bit of effort" 


Do publishers have any input in the process? 
We keep our publishing partners 

informed, but it's not something 

where we ask, “Do you want this 

game backwards compatible or 

not?" By and large, people do want 

it, but it's not actually part of the 

process. We're doing this mostly for 

the gamers. 


Microsoft won't say which 
games will be compatible next, 
but what is the end goal? Will 
all Xbox games eventually be 
compatible? 

We hope so. It is a hard software 
challenge. Some of the best 
developers at Microsoft have been 
peeled off other projects to lend a 4 
hand here. We do have people who x z 
could be doing other really interest- 

ing things working hard on this. We 

are hoping to get them all. 


Is pulling developers off of 

next-gen work just to help with 

backwards compatibility a sacrifice that's not 
worth it just so people can play old games? 

| don't think we view it as that kind of trade-off at 
all. Making the original Xbox games compatible is 
about gamers who have these portfolios of original 
Xbox games that they need to feel comfortable 
that they are going to be able to play them into the 
future. Backwards compatibility provides that kind 
of fuzzy comfort for people. Secondly, | don't want 
to stop playing Halo 2 with my friends because I 
got a 360. 


Games like Fable: The Lost Chapters and 
Ninja Gaiden Black have bugs or don't run 
properly. Can this be fixed? 


latform marketing at Microsoft, who took us 


We were pretty open about this when we launched 
this. The process that we've gone through, we 
believed, was a high fidelity process that found a 
lot of bugs and stamped them out. But the testing 
process just can't uncover everything that the com- 
munity is going to find when they start going much 
deeper into games. We know exactly which of 
those top games have those bugs, and we're work- 
ing on them. [Reid told us that future additions to 
the backwards compatibility list would include fixes 
to older emulators that don't run properly. — еа] 


Does it worry Microsoft that pub- 
lishers might not like that a buggy 
Xbox 360-compatible Xbox game 
will make them and their prod- 
ucts look bad? 

| can tell you that we've been very 
open with publishers about the pro- 
cess and how it's going. People knew 
that this was a hard problem and that 
we've done a much better job than 
people thought was actually possible. 


Some gamers think Microsoft 
didn't make some already 
released Xbox games compatible 
with the Xbox 360 in order to 
force them to buy the version out 
on Xbox 360 instead. What are 
your thoughts on this? 
First and foremost, that's absolute 
crap. We're working on each and every 
game, some games are more techni- 
cally challenging [to make compatible] 
than others. There was no filter of, 
“Сеет, let's leave this game off the 
list" It was more a case of some games just don't 
work yet. For example, EA in particular. They do 
a pretty good job of sharing code libraries across 
developers. So if you look at a line-up of games 
from EA, for example, there are certain features 
among them where we are seeing certain problems 
among them. Once you crack one of the problems 
open, it'll likely enable a bunch of games. But until 
you do, a bunch of them aren't working quite right. 
Again, | can assure you that there is no effort to 
filter games out based on anything; we want to get 
them all. 


THEY FLEW LIKE EAGLES. 
THEY FOUGHT LIKE LIONS. 
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Take to the skies in 42 stur чі 


including the Mustang, 


Dawn breaks over the skies of war torn Europe. Bandits at 
twelve o'clock high! It's time to take command, lead your ^ 
squadron of Blazing Angels into combat, and send the 


ME 


Language 
Violence 
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ТАКЕ 5НОЕ 
SHOPPING 
TO A WHOLE 
NEW LEVEL. 


Experience shoe shopping 
the Zappos way. 


Superior customer service 
Free shipping and return shippi 
Over a million shoes to choose from 
Generous return policy 
Helpful customer reviews 


Zappos 


the web's most popular shoe store!@ 


See www.zappos.com/cs.zhtml for details. 


THE KONAMI PSP 
EXPERIENCE 


NEW WAYS TO EXPERIENCE M 
GEAR/SILENT HILL 


found it with animated interactive comics. The company will put out The Silent 


K onami is looking for new ways to tap into the PSP market, and it thinks it has 


Hill Experience an 


and the UMDs will not on 


but they will also feature 


Metal 


The Silent Hill Experience wi 
Sean Bean in April. The UMD will feature two animated comics, adding up to approxi- 
mately two hours. The first is a 


Steve Perkins and Alex S 


ibao. 


Gear Solid: Digital Graphic Novel for the handheld, 


ly allow owners to view comics based on the franchises, 
music, art, and interviews. 


come out in conjunction with the movie starring 


new book written by Scott Ciencin and illustrated by 
The second will be the previously released five issue 


Silent Hill: Dying Inside, penned by Ciencin. Also included on the disc аге 20 musical 


selections from all the Si 


lent Hi 


| games, interviews with series composer/producer 


Akira Yamaoka and movie director Christopher Gans, and more. 


Less is known about ti 


comic is a rendition of artist Asl 


two years ago. It is more tl 


comic as it runs and loo! 


for hi: 


UMD's Metal Gear Matrix. 


BU' 
FOR 
OVE! 


YOU TO DIE. 


NO, 
YOUR LITTLE 
ULLUSION WAS 
FAR FROM 
PERFECT. 


he contents of Metal Gear Solid: Digital Graphic Novel, but its 


ley Wood's treatment of the PSone game's story from 


an static panels, however. Viewers can scan around the 


idden clues that will open up additional content in the 


ТОО MANY 


DISCREPANCIES. 
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More News You Can Use 


SONY GRABS ZIPPER 

Sony has nabbed long-time exclusive partner 
and SOCOM: U.S. Navy SEALs developer Zipper 
Interactive, Shortly afterwards, the company put 
an advertisement on its website recruiting talent 
to work on a multiplayer next-gen console game. 
Of course, given the success of SOCOM, a PS3 
version of the series is a sure thing. Meanwhile, 
SOCOM 3 players can buy multiplayer map. 
packs for $5.99 exclusively online. 


MOVIES FOR CONSOLES 
PANNED 

More people may have gone to see Harrison 
Ford's flop Firewall than bought the PC title The 
Movies, The game's disappointing sales has 

led publisher Activision to cancel the release of 
the game for the consoles, although developer 
Lionhead says that the credits have yet to roll on 
the series. An administrator on the company's 
website intimates that a new publisher is being 
sought and states that an expansion pack is 

in the works. We contacted Lionhead, but the 
company wouldn't officially comment. 


UK BANS ACTIVISION ADS 


Activision has been busted by the U.K.’s 
Advertising Standards Authority for its Call of 
Duty 2 and CoD2: Big Red One commercials, 
The ASA argued that consumers were misled by 
the ads for the games because they both used 
pre-rendered footage, The ads cannot be shown 
in their current form again. 


DEAD RUSH 
From this month’s “You'll never see this in 
the U.S.” department comes PS2's Zombie Vs. 
Ambulance, where you mow down the walking 
dead with...an upgradeable ambulance. 
‘Awesome. But Japan only. 

mmm 


ATARI WOES 


After watching third-quarter revenues drop by 
a third, Atari has announced that itis selling 

off some of its internal game studios, dropping 
one-fifth of its worldwide workforce. This means 
that studios such as Reflections (Driver series), 
and Shiny (The Matrix) will be sold. 


ÀT LEAST WHEN 
YOU DIE NOW, 
YOU WON'T DIE 


ALON 


METAL GEAR GOES MULTIPLAYER. 

Solid Snake just added a new weapon to his arsenal: the net. 
Introducing Metal Gear Solid 3: Subsistence with unprecedented 
online play. There are multiple players and online modes, a 
controllable third-person camera, a Secret Theater mode and four 
complete games in one: multiplayer online, an enhanced Metal Gear 
Solid 3: Snake Eater, and the original Metal Gear and Metal Gear 2. 


A MULTIPLAYER MISSION 


PLAY 


AGA 


PLAYING ON 
YORK, NY 


Т ТЕЗРО и LA ае Асто Тои 


METAL GEAR SOLID i 


SUBSISTENCE 


МАТОВЕ 17+ | Blood and Gore 


Intense Violence L PlayStation.2 EN 


Language ТЕ / 

CONTENT RATED BY. BROADBAND DNES www.konami.com/gs 
EXE GE] Sexual Themes 3 9 
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Entertainment Inc. Online play requires internet connection and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon is a trademark of Sony Computer Entertainment America Inc. The ratings icon is a trademark of the Entertainment 
Software Association. 


THE ART ОГ 


OKAMI 


There's been a great deal of debate in recent months about whether games 


can be considered an emerging form of art, but it's an argument we have 


trouble understanding when we take a look at the incredible images that 


come out of a game like Okami. We got the chance recently to question Naoki 


Katakai about the amazing art style that makes up the visuals of Capcom's 


upcoming game, and about the place where art and interactive games meet. 


What is your role on the Okami 
team? 

Гат a lead background artist at Clover 
Studios. | created concept designs for 
the environments and style of Okami. 
I'm also working on a number of locales 
featured in the game. 


What were some of the primary 
inspirations and influences on the 
art style of Okami? Were there par- 
ticular artists or styles that served 
as a model? 

Okami draws inspiration from a lot of 
things in ancient Japanese culture, so 
there isn't really one specific model. The 
Celestial Brush system borrows heav- 
ily from traditional calligraphy. Many of 
the buildings within the game are also 
based on different parts of Japanese 
culture and history. 


Okami is artistically unique because 
the gameplay itself is tied to the 
creation of art. How has that idea 
influenced the overall art design of 
the game? 

The biggest thing would be the Celestial 
Brush element. Since the player can 

use it to interact with the world in so 
many ways, we had to work extra hard 
to create objects in the environment that 
lend themselves to that kind of player 
interaction. You can interact with nearly 
everything you see in the world from 
plants, objects, houses, and people. This 
was a new challenge for me, but | think 
the end product is a very beautiful and 
enjoyable game. 


As an artist, in what ways do you 
find yourself working with the 
game programmers to maintain the 
artistic look during the transfer into 
animated interactive gameplay? 

No matter how great your designs are, 
ultimately it's the skill of the program- 
mers that determine whether they work 
well in the game. | think that this is 
especially true for Okami. | think that as 
a designer, part of my responsibility is 
being able to convey to the program- 
mers the complete vision. Working as 
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a team is essential in order to create 
something wonderful. For Okami, the 
concept art was well done and that 
helped the programmers figure out 
how to bring it to life on the screen. 
Also, | think it helps to have the pro- 
grammers' and designers’ workstations 
close together to help keep the lines 
of communication constantly flowing. 
Communication is key. 


What were the greatest challenges 
you faced in designing the look of 
the game? 

1 struggled quite a bit with where to 
hold back, from a design standpoint. 
When working to build designs based 
on Japanese art styles, it can be very 
difficult to get just the right balance of 
color, density, and line thickness. Draw 
too much and it looks out of place. 
Sometimes you just have to risk it 

and create open, blank spaces. Before 
Okami, the games that 1 had worked on 
focused more on photo realism. So at 
first it took a lot of trial and error to get a 
feel for how to create something with a 
unique visual style. 


Is there a difference between creat- 
ing art for a game instead of for 
some other discipline, like film 

or books? 

| think that what makes art creation for 
games different than for other media is 
that absolutely everything is influenced 
by the actual gameplay, and it practically 
changes on a daily basis. We are not so 
much artists as we are game develop- 
ers, so we have to always think about 
how things will work within the confines 
of the game itself. Of course | believe 
that the visual beauty of this game is 
one of its major selling points, but at the 
same time we have to make the look 
and feel match the gameplay. No matter 
how good the art is, something always 
needs to be changed or fixed. But for all 
that hard work, being able to run around 
and experience the game world you cre- 
ated is one of the great pleasures you 
get as a game artist. 


(From top to bottom) Ei Naoki Katakai 
Katakai cites varied Japanese styles 
like Sumi-e, Nishiki-e, and Ukiyo-e as 
inspirations Ё “To keep from getting 
too serious, | tried to give everything 

1 designed a sense of fun,” Katakai 
explains È Screenshots from the game 
retain the original artistic style 
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FAR CRY INSTINCTS 


PREDATOR 


What's the only Xbox 360" game 
you'd need on a deserted island? 


DEVELOPER: UBISOFT RELEASE: SPRING 2006 


K, maybe it's not so = 

deserted, since it’s actually @ 

the base of operations fora XBOX 360 
ring of modern-day South Pacific 
pirates — bloodthirsty warriors, in more ways than one. Far Cry® took 
awards in 2004 on the PC, and in 2005 on Xbox®. Now, in Far Cry 
Instincts Predator, Jack Carver will stalk the most dangerous prey of his 
career, played out against the jaw-droppingest settings you’ve ever 
seen on Xbox 360. 

This new Far Cry adventure uses that Xbox 360 processing power as 
much for ass-kicking gameplay innovations as for the unbelievable new 
graphics. In the levels we played through that power was on full display, 
from the enormous new maps and incredibly detailed settings to the 
insane number of enemies on-screen — all boasting the most lethal, 
most realistic enemy Al ever seen. You'll be challenged to play your best 
if you hope to survive in this deadly paradise. 

Then there's the game design itself, featuring wide-open levels (you'll 
even play across multiple islands at once, picking your goals at your own 
pace), destructible environments, and new gameplay elements that let 
you use the environment as a weapon as deadly as your guns and 


XBOX. 
име 


NEWRIDES 


Ride in deadly style! From 
the pirate sampans to 
armored pickups (Fast! 
You're gonna love these 
in Multiplayer!) and 
transport trucks (Think 


Multiplayer here, too — 

like, say, why not packa 
truck with teammates and 
thunder up to the enemy 
for truly devastating blitz 
attacks?), you'll be packing 
both heat and speed! 


grenades. For instance, we fought an army 
of pirates on their drug plantation, using 
logs as traps, setting fire to fields to flush 
out the enemy, even blasting those guard 
towers to topple them right on top of the 
bad guys’ hiding spots. 

Far Cry’s CryEngine® looks better than 
ever on Xbox 360. It’ll blow your mind with 
lush, tropical settings — dense green 
jungles, amazing blue seas, and soaring 
mountain peaks so real you'll swear you're 
touring an island 
paradise. In fact, 
it'd be relaxing if 
this paradise 
weren't so 
dangerous! 

As Jack Carver, 
you'll put your powerful feral abilities to 
work from the moment the game begins, 
facing enemies that sport the same 
powers. So you'll have to think like these 
tough new enemies, and use your feral 
abilities to their fullest. Use your Feral 
Smell to actually sense the fear of your 
enemies, and, like the predator you are, 
dispatch your prey with a lightning-fast 
Feral Attack. It's all about the law of the 
jungle: only the top predator will survive. 

Amazingly, Far Cry Instincts Predator for 
Xbox 360 contains not only the all-new 
Far Cry game (see right) but also the entire, 
award-winning Far Cry Instincts™ original — 
completely updated with mind-blowing 
Xbox 360 graphics. Thanks to some 
amazing work by Ubisoft’s design team, this 
promises to be among the most phenom- 
enal shooters you have ever experienced. 

And of course, multiplayer action is 
going to be a big part of Far Cry Instincts 
Predator. You’ll battle through all-new 
multiplayer maps, playing the familiar 
Chaos, Team Chaos, Steal the Sample, 
and Predator modes, as well as the 
all-new and incredibly addictive 
multiplayer mode, Seek and Secure. 


It keeps getting better, too, thanks to 
the one-of-a-kind Far Cry map editor for 
even more varied multiplayer island 
action. With its new template and brush 
sets, you'll be able to build your own 
huge levels, share them with friends, and 
play your maps online! And if you don’t 
feel like creating maps yet, this baby 
ships with a staggering 22 multiplayer 
maps – eight new ones, 14 of the best 
from Far Cry Instincts, and every one of 

them optimized 
for incredible 
visuals, amazing 
depth, and 
action-jammed 
multiplayer 
gaming like 
you’ve never experienced before. 

Add it all up, and Far Cry Instincts 
Predator is the best tropical vacation a 
Shooter fan could hope for! With its 
intense combat and cool new weapons, 
unbelievably lifelike graphics, and fully 
customizable multiplayer maps, you can 
bet Far Cry Instincts Predator is going to 
quickly become one of the most popular 
shooters available. 


BECOME THE ULTIMATE 
PREDATOR 


Far Cry 
Instincts 
Predator 
has a hefty 
loadout of 
weapons, 
including 

a few new 
attacks that 
are destined 
to become 
favorites... 


POISON DARTS Climb 
a tree, camp out, and 
silently take down foes. 


PIPE BOMB Not as quiet, 
but just as fun. Planta 
bomb and detonate it. 


MOLOTOV COCKTAIL 
Light it, throw it, and watch 
your enemies burn. 


DEADLY TRAPS Set 
devastating traps on 
patrol routes, or lure 
unsuspecting enemies to 
their brutal doom. 


#10000 > 
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FAR CRY INSTINCTS 
EVOLUTION 


FOR XBOX 


Don’t worry, Xbox fans! All the killer 
gameplay innovation, the new weapons, 
vehicles, and amazing new locales 

are coming to Xbox. Watch for Far Cry 
Instincts Evolution if you're looking for 
the absolute best first-person shooter 
available for Xbox! 


As these screens 


prove, Ubisoft is cooking up some of 
the best graphics yet on Xbox! 


Hide, set traps, and 
literally hunt down your 
hapless prey. 


Drug Reference 

Intense Violence 

Strong Language 
[xyumerd Suggestive Themes 
ESRB 


farcrygame.com 
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FAIRYTALE OVER? 2: 


never been 


Surprise, surprise! all that keen 


Another Xbox 360 on the PSP 
game is being 5 ; 
delayed! Ubisoft has as a movie player, I'm 
aborted the release STUDIOS CUT BACK ON UMD MOVIES + not at all surprised by this 
date for Splinter Cell news. With higher prices, 
оаа slowdown іп PSP movies sales has prompted some Hollywood fewer features, and less 
September. studios to cut back on the films they adapt to the medium. Sony 1 ideal viewing situations 
is continuing to propagate the format by selling DVD/UMD combo — : than DVDs, it was only 
packs (for under $30) so consumers don't have to buy both formats. The a matter of time before 
company also has an adapter planned that will allow you to play a UMD — : Hollywood's attitude 
on a regular TV, and Sony will start a download service letting PSP owners : towards the UMD changed : 
watch movies on their handheld without a UMD. substantially. Narrowing the 
As much as the initial runaway success of the UMD format has cooled, scope of movies released 
some don't believe that it will negatively affect the handheld. Industry on the format is definitely 
analyst for Wedbush Morgan Michael Pachter believes that this downturn a smart move, but UMD 
ЖЕҢ ексек will merely force studios to cut out the chaff. "You'll probably get a lot of films need to offer bonus- 
€ | МӘЛЕ ГЕ DS content aimed directly towards the PSP audience. Saw І/ might be of more : es that can't be replicated 
| JA Ме И Pame Hunters interest, and Pride and Prejudice not so much.’ Furthermore, Pachter ев : by simply ripping a movie 
getting out-of-game chat, a brighter future for — to a memory stick. Game 


butat the end of March, the PSP, forecasting 


kiosks will be deployed 
at retailers that will offer a price drop and 


demos seem like the obvi- 
ous choice —JEREMY 


content for download. more software as 

Іп Japan, the system will companies use the Comedies and 

һе getting cartridges PSP as "an easy movies like Saw 
enabling the Opera web A II, which appeal 
Browser and digital out" for current-gen ИЕШУ 
broadcasts. development until the PSP's audience, 


the next generation 
gets fully going. 


will continue to be 
available 


BAD 


Nintendo has officially delayed The 
Legend of Zelda: Twilight Princess 
to some time in the fll of this year. 
The game is still slated to appear 


onthe GameCube. 

Rockstar can't keep the ladies in Sony fired PS3 artist Josh Robinson for breaking his non-disclosure 

line, Sex Workers Outreach Project | agreement by claiming that “everything I've developed or seen devel- ч 
USA is standing up for working oped [for the PS3] has yet to be ‘next еп!” Robinson further stated 


girls everywhere in its condemna- that he didn't think the system would reach its full capabilities until 2 7 X 
tion of the Grand Theft Auto series. а year after launch. He is taking it all in stride, however. He's since a - чы 

with its treatment of prostitutes. accepted a job elsewhere for more pay and a better title. D 

Pimpin’ ain't easy. 


T he after-effects of Grand Theft Auto: San Andreas’ Hot Coffee scandal keep slamming 


Take-Two and its subsidiary Rockstar Games. The scandal has not only cost the compa 
millions of dollars, but the numerous pending lawsuits could prove the mistake to be 
even costlier still. 

The Hot Coffee controversy is just one of many aspects that will influence which direc- 
tion the company takes. As of the time of this writing, Take-Two was the focus of buyout talk, 
although industry analysts have said the usual suspects of EA, Activision, and Ubisoft weren't 
interested in the company. But with lawsuits filed or pending in more than a half a dozen 


А. 4! T 5 states in the country (with more expected), the potential payout and controversy is not attrac- 
T ; а tive to prospective buyers. 
Perhaps more influential, however, was the recent resignation of Take-Two audit committee 
chair Barbara Kaczynski. A letter from Kaczynski's lawyer explaining her resignation cited the 
"unhealthy relationship between senior management and the board of directors" as one of the 
Aliens recor lanes Cameo Әтеш іше сото ОАЕ reasons. Another referenced the apparently poor internal financial controls of the company. 
has his eye on creating ап MMO | Swedish mob friend Stefan Eriksson crashed his rare Ferrari Enzo in Because of this, Take-Two's annual report was filed two weeks late. In fact, one of the pending 
to go along with an upcoming an illegal high speed street race in California. When police questioned lawsuits charges the company with insider trading and other illegal financial practices. Take- 
film he’s got buzzing around in the legally intoxicated Eriksson, he said that he wasn't driving the car, Two's stock fell 26 percent in the four-day wake after Kaczynski's resignation 
his brain. With the working title claiming the real driver was a German man named “Dietrich,” who > S В 3 з = ЕНІН 
of Project 880, the game isn’t had ran off. Police failed to find this mystery man after a three-hour Bono's Elevation Partners is tipped to be interested in buying, and some believe that it has 
expected until 2008 - by which search, Perhaps O.J. Simpson can be put on the case. the cash to buy back all of Take-Two's shares, no longer making it a publicly-traded company. 
time the planet Earth will likely Elevation could then strengthen Take-Two's financial position using product from developers 


be officially renamed World of 
Warcraft. 


like Visual Concepts and Firaxis until there was enough stability to make the stock public again. 
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POKER. RAISED. 


Official Stacked Site and 
Toumament Headquarters 


stacked.mtv.com 


- Maxim magazine - Xbox.com 


myelin». 


‘SOFTWARE 
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DEVELOPER READER 


MEGAN BROWN 
Auburn, OH 


MIKE LEGG 
President, Petroglyph 
(Star Wars: Empire at War) 


1 World of 1 Resident Evil 4 - GC 
Warcraft - PC 2 Super Mario Bros. 
2 Mario Kart Double 3 - NES 

Dash! - GC 3 Super Smash Bros. 
3 Monkey Island Melee - GC 

series - PC 4 Star Wars: 

4 Samba de Battlefront - Xbox 
Amigo - DC 5 Time Crisis 

5 Command & Il - Arcade 
Conquer: Red Alert 

series - РС 


Send Top Fives and a photo of yourself to: 


Game Informer Magazine/Top Five 
724 N IstSt 4th Fl 
Minneapolis, MN 55401-9022 
email: topfive@gameinformer.com 
(attach digital picture) 


Top Ten Things We'd 
Like to See at E3 This 
Year 


10 Kameo's Chilla Brand Sno-Cones 

9 Splinter Cell: Xtreme Beach Volleyball 

8 Booth babes in Daxter costumes 

7 The Phantom. Again 

6 Displays made from recycled Gizmondos 


lists.. „Everybody Loves Lists... 


PAY YOUR RESPECT 


MARYLAND'S JARVIS THOMAS WINS 
MADDEN CHALLENGE 


C Hur 


18-year-old Jarvis Thomas from 
Maryland juked and blitzed his way 

to Madden Challenge fame and a 
$100,000 fortune during the NFL's Pro 
Bowl weekend in Hawaii. But it wasn't an 
easy road to hobnobbing with the likes 
of Bengals star receiver Chad Johnson 
and walking away with a giant check. 
Between road-tripping 19 hours with a 
busted window and hitting a deer along 
the way to the regional championships, 
Thomas tells Game Informer all about 
what it takes to be the best Madden 
player in the world. 


So, set the scene for us in Hawaii. 
What was it like? 

It was real fun, you know. I'd never been 
to Hawaii before. The environment. The 
competition. | had a real good time. The 
championship game — it was a real tight 
game, but | played good D, and | ended 
up blowing him out [Thomas won 42-18]. 
When we weren't playing, right before the 


CHALLENGE 


$ 100,000.00 


One Hundred Thousand and 00/100 sam 


Ec ине 0 | 


E The “pay to the order of" line is not filled in. No reports as to whether 
Thomas was mugged in the parking lot for this $100,000 blank check 


to-man when l'm playing zone. | just like 
to bait you to make you do turnovers. 


On defense, who do you like to 
control? 

Most of the time | play linebackers, but 
most of the 
time it depends 
what team your 
opponent uses. 
If you're gonna 
play with Vick, 
then I'm gonna 
play the safety 
because most 
people use 

Vick to do the 
QB draw. But 
other than that, | 
always play with 
the linebacker 
and just try to 
create pressure. 


could do better with a more mobile QB. 
When | played with the Raiders it was all 
run-and-gun, but when | played with the 
Eagles, it was run the ball, slow it down 
because | couldn't really score that fast 
without Randy Moss. 


How long does 
it take for you 
to breakdown 
your opponent's 
game? A few 
series? 

| catch on real 
quick. | play foot- 
ball, so | know 
football strategy, 
so after the first 
quarter, I'm pretty 
hip to what you're 
gonna do. 


So, what about 
next year? Do 


5 A giant EA robot that smashes other booths and final game we had a dinner, a BBQ, and You won the Seattle Seahawks’ Lofa Tatupu and San Diego you get a first 
ТӘЛ a EE n we got to meet some of the NFL players champion- Chargers Shawne Меп mingis with the round bye or 

absorbs them into its constantly growing superstructure tero а Эсе ERE. ship with the ladden Challenge contestant anything? 

4 Nintendogs Revolution: With simulated pooper- Antonio Gates, Darren Sharper, etc. Eagles? Nah, | gotta go through the process again 


scoopering 

3 Atari handing out game licenses to the first 50 
people in the door 

2 PS3 controller boomerang contests 

1 The true 360 killer app: Bloodwake 2 


Name That Game Answer: Resident Evil: Dead Aim 
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Shawne Merriman — that's my man. 


Is solid defense your basic strategy? 

1 gotta get a lot of pressure, throw the 
game down, play it at my pace, and just 
get my opponent out of his game. | like to 
bait you. I'm gonna blitz, then I'm gonna 
fake the blitz. First I'm gonna play cover- 
age, then I'm gonna fake coverage and 
blitz. You're gonna think I'm playing man- 


Yeah, that was a gametime decision. 1 
played with the Raiders when | won my 
challenge. But right before the tourna- 
ment, when the brackets came out, I 
changed to the Eagles. | thought of the 
matchups and | knew they were using 
updated rosters, so | didn't like what | saw 
with the Raiders. So | made a gametime 
decision to switch to the Eagles because 

| like the personnel and | thought that | 


like a regular old person [laughs] 


What are you going to do with the 
money? 

Invest. Invest a lot. I'm gonna get a car 
and go to college. One hundred thousand 
dollars — that's a big prize, but the bigger 
prize is having the respect of everyone 
coming up to you saying, ‘Good job. You 
played really well! 


ў 


STUDYING ROCKET SCIENCE IS MORE ` 
FUR WHEN YOU ACTUALLY HAVE ROCKETS. ` 


There's only one place you can get hands-on training with the most advanced 
technology in the world and that's the U.S. Navy. If you're up to the challenge, 
log on the Life Accelerator at navy.com or call 1.800.USA.NAVY. 


© 2004. Paid for by the U.S. Navy. All rights reserved. 


The video game industry 

is faced with a ton of dif- 
ficult questions and many 
ways to look at them. In the 
new Game Informer debate 
section, we will attempt to 
analyze these scenarios from 
different angles. Like a tradi- 
tional debate club, our editors 
have been assigned to defend 
a position whether it agrees 
with their personal views or 
not. In this inaugural edition 
we tackle arguably the biggest 
question of them all: Which 


console will come out on top | 


in the next generation? 
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CONSOL 


( ‘The Fanatic: ; IF 


| The pro argument 
| has been given 

to Reiner. He will 
| make a case for why each 
| console will be successful апа 
| outline how they can win. 


ЕЧ ээр, 


| The Haker: 

| The con argu- 

| ment has been 
given to Matt. He zum 
will make a case for why each 
console will falter and outline 
the challenges they face. 


pu Cows 


> 


[ПШ es Tet al Б ШЕСІ 


ХНПХ 360 


By launching first, 
Microsoft is poised to build 
an installed base that will 
be nearly impossible to topple — especially 
if the company reaches its goal of shipping 
five million units by the end of June. The 
_ Xbox 360 was the hottest item in gaming 
_ this last holiday season and it will remain 
г another console hits the market. 

The longer that Sony and Nintendo drag 
| their feet, the more likely it is that Microsoft 


There's no question that 
Microsoft has learned 
from its mistakes on the 
Xbox. The 360 is a great system with a 
great controller. So, why haven't | been 

| playing mine more? Honestly, after all the 

| launch excitement wore off, the 360 library 
seems a bit underwhelming. Sure, there 

| are better-looking versions of experiences 

I can easily have on current-gen machines 

| (King Kong, Need For Speed: Most Wanted, 


| will come out on top. This console already 
| has the momentum, Microsoft j e needs 


Gun), but the only game that felt truly 
"next gen" to me (Call of Duty 2) was a 


cross-platform title released alongside the 
PC version. 

Yes, Microsoft has a head start, but | 
don't think it's any secret that the company 
should have had more units out at launch. 
Also, after crowing about how it had been 
making in-roads with Japanese publishers 
and intended to be a serious player in that 
| market, the 260 has been an absolute bust 
in that country. Less than half of the initia 
shipment to stores was sold on day one, 
causing many retailers to start immediately 
| discounting the system. Can Microsoft suc- 
ceed in besting Sony in the U.S2 It's pos- 
sible (although not likely), but Sony's real 

ly à 5 $ strength is being able to dominate in all 

is Baaien its horizons while focusing 1 ) : three major territories. 
on quality product over trying to fill E IINE More troubling is the fact that some of 
ill the company's LE. Microsoft's stated objectives for the system 
arguably the most highly antici- à seem like simply pipe dreams. At last year's 


E vue costs 
nilar the PS3 and 360 аге 


pated title coming to any platform, but ES, it touted Xbox Live as a self-contained 
deals like the partnership with digital society, one that could attract both 
Entertainment shows that Microsoft casual and hardcore gamers from around 
is expanding its scope and trying to reach the world and become the center of their 
jographics. Publishers still favor online socializing. Sorry, but kids around the 
г software that targets a younger _ world are already socializing and interacting 
but this could change if Microsoft. Ы by the millions on an innovative online ser- 
s this avenue. Пы ofthe | 3t h IS conso | Bud | гра d y h as Е h B ae It's called MySpace. To think that Xbox 
ШЫНЫН Б Arcade Live will ever be much more than a good 
v er developers to find А Р online gaming service seems naive. If Sony 
momen Е um ; M ТЕГПЕП F Е | us Е steps up to the plate with a comprehensive 
service of its own, Microsoft could easily 
lose its edge in the only area in which it 
] - Ы has a real advantage over the PlayStation 
be built around online. пее d 5 È Ds È Вет Е ІП Е h B brand.—MATT R | 
has the clear advantage here. The 
i Gamerscores may seem 


BD): right direction. 


favoring the Xbox 360 


quite an р in the 


releases. 


for Microsoft is to sim- s / 
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22 connect debate 


H R The next-generation war 
was decided well before 
Microsoft shipped the 
Xbox 360. Within the last two console life 
| spans, Sony has created a juggernaut out 
of the PlayStation brand. For many people, 
PlayStation has become synonymous with 
video games. People don't want a new. 
video game machine. They want the new 
PlayStation. 

While Microsoft pounds its chest as the 
company that hardcore gamers tum to, and 
as Nintendo continues to target a younger 
audience, Sony has created the atmosphere 
that the PlayStation is a place where every- 
one can congregate. By continuing to speak 
directly to each person that picks up the 
controller, Sony should be able to stay well 
ahead of the competition. This feat has 
been accomplished through a development 
empire that is well versed in creating fran- 
chises that are broad in appeal for all these. 
major markets. Sony has always obtained 
the highest level of third-party support 
because of this. Xbox 560/5 embarrassing 
start in Japan and Nintendo's high-concept 
console only strengthen the chance that 
| publishers will make games exclusive to 
| PlayStation 5. The high-profile Metal Gear 

Solid 4 is just the start. 

Through Blu-ray, the PlayStation 3 is the 
only console that embraces high-definition 
to the fullest extent. This may not mean 
much now, but as games continue to grow 
in size, developers are going to look for 
larger storage mediums. 

Sony also has a great opportunity to gain. 
ground in the online battle. Topping Xbox 
Live's functionality isn't entirely necessary. 
Finding a way to keep the online service 
free to gamers is. Micro-transactions could 
very well be used to foot the bill for new 
community building features. 

The one stumbling block that Sony faces 
is affordability. The technology within this 
console screams of a lofty price point, but 
then again, so did the PlayStation Portable's. 
it's ludicrous to think that Sony would 
throw away all the momentum that it has 
gained by creating a product that would 
be out of reach to the masses. If the sys- 
tem can launch for around $400 to $500, 
PlayStation is once again poised to be the 
console for the mass market.—REINER 
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For many people, PlayStation 


has become synonymous with 


viden games. 


E П М It seems hard to bet 
against Sony, which has 
dominated the console . 
market for the last decade. However, we 
used to think it was impossible that the 
once-mighty Nintendo would relinquish 
its stranglehold on gaming. The fact is, 
as they say, you're only as good as your 
last hit. Today, | fear that Sony is making 
enough mistakes to let its hungry competi- 
tion back in the game. 

Most notably, Sony has lost one of 
the most important advantages it had 
over Xbox last time around: a head start. 
Xbox 360 is already established in the 
marketplace, and could have an installed 
base of over two million in the U.S. before 
PS3 sells its first unit. And don't pull that 
nonsense "Dreamcast" card. However 
powerful Sony's Cell technology turns out 
to be, the 360 is a machine that can more 
than hold its own. Developers are going 
to make gorgeous-looking games for both 
systems, and the general buzz amongst 
developers is that Microsoft's hardware is 
much easier to program for. 

Another problem Sony faces is the cost 


of production for its cutting edge Blu-ray 
disc technology. The first consumer Blu- 
ray player shown at CES this year was 
priced at $800 (However, this player was 
from Pioneer's high-end home theater 
line), seeming to indicate that the disc 
system will be very pricey. Although | don't 
believe, as some do, that Sony will bring 
out the PS3 at $500, it will be forced to 
take a tremendous loss on each console 
sold, a situation that was a huge drag on 
Xbox during the last generation. It also 
might be forced to come out with a histori- 
cally high price point, which leaves it open 
to a threat from Nintendo, which promises 
that The Revolution will be very affordable. 
Thirdly, Sony has always succeeded 
by securing huge third-party exclusives, 
a practice that is slowly but surely being 
phased out by publishers. With the invest- 
ments required to make a triple-A title, it 
just doesn't make sense to release it for 
only one system. On this new, more level 
playing field, consumers will increasingly 
make choices based on factors like online 
services and media/PC cross functional- 


ity — areas where Microsoft excels. —MATT / 


Г] The extensive back catalogue of 30 years 


NINTENDO 


Nintendo has vowed that 

it will not be competing 

with Microsoft and Sony in 
the next-gen war. From this statement, most 
people instantly wrote Nintendo off as a dis- 
tant third-place finisher. Given how software 
sales have been going - favoring 50 Cent: 
Bulletproof over Psychonauts by more than 
ten to one - the Revolution's newfangled 
approach seems asinine. It effectively doses 
the doors on publishers being able to port 
games. Instead, the Revolution's innovative 
design favors original intellectual property 
and a library of third-party support that 
should be quite different than that of the 
PlayStation 5 and Xbox 360. 

Not having the luxury of supporting most 
multi-system ports is а risk, but this system 
has the potential of rewriting the very way 
that we play our video games. The strange 
looking remote control design certainly 
screams of gimmick, but it also sings of a 
higher level of immersion than is possible 
with today's standard controller. If develop- 
ers can grasp this potential, | think that we'll 
see that the gaming community is ready 
for something different. The Nintendo DS is 
concrete proof that a unique concept can be 
used to build an empire. 
| foresee casual gamers of all ages 
being drawn to its unique functionality, 
but also hardcore gamers turning toward it 
or its ability to innovate into each genre. 


of Nintendo games will also speak to a 
wide audience. 

As of now, all signs point toward the 
Revolution winning the price war. This sys- 
tem may lack the power of its competitors, 
but this could lead to a lean and highly 
affordable price point. Lower development 
costs should also produce lower priced 
games. Affordability and innovation are hard 
to deny. 

If Nintendo can flood the market with 
units for its holiday launch (something that 
Sony likely won't be able to), Nintendo could 
cut into Microsoft's lead by a great margin 
and also bury Sony in the holiday snow. 

And what better way is there to christen this 
console than the possibility of The Legend 
of Zelda: Twilight Princess launching on the 
same day as the Revolution? —REINER 


| they're going to grant them to either A) 


| Fear Ehak many Revolution 


kikles will Feakure khe same 
skandard gameplay with a 


Few motion sensor gimmicks. 


I've been as impressed 
with the success of the 
Nintendo DS as anyone, 
and the possibilities of Nintendo's down- 
loadable games service and innovative 
Revolution controller certainly present 
some intriguing possibilities. However, as 
much as | commend the company for tak- 
ing chances, | think that Nintendo still faces 
some serious issues when it comes to its 
next-gen console. 

Foremost is third-party support. Although 
it seems to be attempting to make 
amends, the fact is that many companies 
in the industry are still smarting from 
the losses they took on GameCube and 
Nintendo 64. No matter how excited the 
development community is about the 
Revolution controller, it's the suits who sign 
the checks that decide which systems get 
high-profile exclusives. I'd be willing to bet 


Sony, the long-standing market-leader or В) 
Microsoft's easy-to-develop for (and already 
established) Xbox 360. 
I'll admit — I'm extremely excited at the 
prospect of being able to download Super 
Mario Bros. 3 for an afternoon of gam- 
ing when the mood strikes. It's a fantastic 
idea - no question. However, | worry that 
it will end up cannibalizing sales of both 
first- and third-party software sales. If | can 
"rent" Mega Man for $5, why take a $50 


chance on a new title? This could make 

it even harder for third-party titles, which 
already sell poorly on GameCube, to find 
an audience. 

Finally, while | have no doubt that 
Miyamoto is already formulating some 
wonderful uses for the Revolution control- 
ler, | have to wonder how many good 
ideas are out there. | fear that many 
Revolution titles will feature the same stan- 
dard gameplay with a few motion sensor 
gimmicks. Unless developers outside of 
Nintendo bring some truly unique concepts 
to the systems, the Revolution could end 
up being just another interesting curio in 
gaming history.— MATT 
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CAREER HIGHLIGHTS 


Shareware Days 
Taking heavy inspiration from. 
реп and paper RPGs and the 
influential MUD (multi-user 
dungeon) online text games, 
‘McQuaid forms his first com- 
pany with friend Steve Clover. 
Along with artist Milo Cooper, 
they release the shareware hit 
WarWizard for Amiga and PC. 


> The Big Time 


1989' 


Impressed by a WarWizard 
online demo that McQuaid and 
co. had posted online, Verant 
Interactive head John Smedley 
hires McQuaid and several 

of the core WarWizard crew 

to head-up a new, ambitious 
online project, which would 
evolve into EverQuest. 


> A Smash Hit 


EverQuest launches, and quickly 
redefines the MMORPG experi- 
ence for hundreds of thousands 


£:: connect | interview | 


BRADMCQUAID 


EXECUTIVE PRODUCER, CHAIRMAN, AND CEO, SIGIL ENTERTAINMENT 


>> Sigil Entertainment is working on what can best be described as "the next big thing" in massively multiplayer 


gaming - and having the former lead designer of the original EverQuest working on it can't hurt. We got the man 


himself, Brad McQuaid, to share his thoughts on the business of online gaming from a designer's perspective. << 


What made you want to walk away from the 
success of EverQuest and SOE and every- 
thing that was going on over there? 

There are a lot of different reasons that | left the 
company. Mainly, | had risen to the point in the 
company that | was Sony Online's chief creative 
officer and vice president of premium games, 
which were any games that had a subscription fee 
to them. So at one time | was in charge of EQ, all 
of its expansions, EQ 2, PlanetSide, Sovereign, and 
Star Wars Galaxies all at once. So | had risen to 
this point where | realized that having those titles 
and authority wasn't making me happy. | missed 
the days of being hands-on and working with the 
folks and focusing all my creative energy on one 
or two titles. 


Do you see any difference between the kinds 
of players that started with EQ versus the 
kind of people who are playing now? 

Yes and no. | think that, first of all, the demo- 
graphic has expanded — it's been 10 years. You 


games like World of Warcraft and Vanguard, just 
from a financial standpoint, require a subscription- 
based revenue model. Simply, I've got 95 people 
working on Vanguard and it's going to cost a lot of 
money. l've heard that, for World of Warcraft, they 
went on for five years and I've heard numbers 
like $60 to $75 million spent. When you're talking 
about those kinds of dollars, you're talking about 
a premium experience, you're also talking about 
an expectation among the player base that there's 
a strong customer service team, that there's a live 
team that's keeping the game fresh and balanced, 
tweaking and balancing gameplay... So, for the 
big premium games like that, | see this revenue 
model around for quite a while. 


Obviously, MMOs are a very risk/reward-heavy 
proposition for publishers. You said that World 
of Warcraft was $65 or $70 million; if that 
hadn't been as successful as it is, that could 
have been a huge problem for the industry. 

It could have destroyed the genre and set it back 


ter you can be because you're focused. They can 
make a polished but smaller game and attract a 
smaller audience. The people with the spread- 
sheets can still be happy, if that was the idea. Not 
all games have to be million-subscriber games. 
They're still strengthening the online genre in gen- 
eral by putting out quality product. Ultimately, I'd 
rather see 15 different games that offer different 
themes rather than two huge games. 


Have you given any thought to using other 
media to support Vanguard's secondary func- 
tions, like allowing player auctioning through 
cell phones or email to connect with users in 
the game? 

Big time...from the very first version of the 
Vanguard design doc, we talked about using cell 
phones and PDAs, stuff like that, to stay connected 
to different aspects of the game. The examples 
you cited are all valid and very interesting. With 
Vista, we'll be able to have little applets that, while 
you're not all the way inside the game, you can 


SONY ONLINE 
ENTERTAINMENT 


‘Sony rolls all of its online. 
properties, including Verant, 


I missed the days of being hands-on and focusing 
all my creative energy on one or two titles. 


underneath the Sony Online. 
Entertainment umbrella. In 
the process, McQuaid receives 
two major promotions, first 
heading the premium games 
division, then becoming chief 
creative officer. 


> Saying Goodbye 
e ‘McQuaid, wanting to reconnect 
© tothe development process 
© and focus his full efforts on one 
product, makes the decision 
to leave both EverQuest and 
^ SOE behind. 


> А New Adventure 
N 


McQuaid forms a new 
company, Sigil Games. Based 
on his successful track record, 
he quickly secures a deal with 
icrosoftto publish his upcom- 
ing project, Vanguard: Saga 
of Heroes, a PC MMO set to. 
release sometime in 2006. 
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have people now who are 16 or 17 who are play- 
ing MMOs who were six or seven when EQ and 
UO and Meridian 59 came out. So you have that 
many more people. Combine that with games like 
World of Warcraft that are just growing the game 
space, and any time you talk about a game space 
that's growing, you get larger cross-sections of 
different types of gamers. | don't really think that 
that means that people have changed, | think it 
means that the larger a group of people that you 
look at in any kind of demographic, the larger the 
number, the more types either exist or maybe 
they existed before and now they exist in numbers 
large enough that you need to pay attention to 
that group. 


Speaking of change, do you think there’s any 
way to evolve or alter the subscription model 
that most MMOs subsist on? 

Well, | don’t think it will change. What | think you'll 
see happening is, you'll see some different models 
tried out. Some will succeed and some won't. 
What | see happening over the next five or ten 
years would be different revenue models tried, 
and again some of them succeeding and some 

of them failing, and the end result being more 
options for players. | wouldn't say we're exclusively 
tied to this model, but the big huge virtual world 


years. If it had failed for some reason, the ripples 
it would have made through the industry, how 
gun-shy would it have made pulishers and inves- 
tors? | shudder to think. 


Do you think that this high risk factor is 
eventually going to catch up with the genre 
and pose a risk to the long term viability 
and variety you'll find in it? 

You always have a risk of someone going and 
getting a lot of funding for a game like this and 
then having it fail. And there are people who just 
look at the numbers and go, “This is bad" But you 
go up and down. | remember when single-player 
RPGs were in kind of a funk, and people said that 
RPGs were dead. Then Blizzard did it again and 
came out with Diablo. And there was a resurrec- 
tion of single-player RPGs. It wasn't that the play- 
ers disappeared, but that there weren't really great 
games out there. There are only a certain number 
of publishers who are willing, or even able, to 
publish a game like EverQuest 2 or Vanguard. The 
reality is that there are only going to be a few of 
these games out at a time. There needs to be 
some diversity. There has to be more niche prod- 
uct. | think that's good. It gives more variety and 
more choices to online gamers. The more focused 
you can be on a certain genre or theme, the bet- 


control some things and do some degree of com- 
munication. It's just a matter of when we can fit 

it all in. | think you'll see some of it hopefully by 
launch, but you'll certainly see much more of it 
after launch. 


There's been a lot of rumor and speculation 
about the Xbox 360. Do you want to com- 
ment on whether or not Vanguard is going to 
see a console release? 

1 would say at this point that it's unlikely. Early on, 
we talked about it, back when Microsoft was going 
over the specs for that box. We were borderline 
for a while on whether or not the box would 

have in it what we needed to make Vanguard a 
great game on both console and PC. Eventually 

it became clear that it didn't make sense. When 

| have a vision for a game, | want to make sure 
that the platform | deliver it on can give the experi- 
ence with as few compromises as possible. The 
way that Vanguard has developed, although the 
360 is an incredible machine, it just doesn't have 
the RAM and other things that we need for our 
game. Will there be some incredible massively 
multiplayer games coming to console? Absolutely. 
A game the scope of Vanguard will probably have 
to wait until the generation after this. 


SEARCHING THE 


HORIZONS 


OF 
THE 


MMORP 


E Sigil Games’ Brad McQuaid 
hopes that Vanguard can repeat 
his groundbreaking success with 
EverQuest 


Photo: Tim Tadder 


REVOLUTIONARY GAMEPLAY 
The Cross-Com is the first communication device 
to harness the power of the U.S. military. Satellite 
transmissions allow players to communicate with 
and control Ghost squads, recon drones and air 
strikes. In multiplayer, players have the technology 
to see what teammates see, set rally points and 
direct unmanned drones. 


THE SOLDIER OF THE FUTURE 
Countersnipe rifles that blow throug! 
walls to eliminate targets, assault rifles 
that shoot around corners, and a host 
of other high-tech weapons and equipment 
let players employ advanced technology 
based on actual military research. 


WITH THE TECHNOLOGY OF 


2013 


YOU MAY LIVE TO SEE 2014. 


CUSTOMIZED ONLINE PLAY 

Online multiplayer is completely customizable. 
Players can design over 1,000 game modes 
that reflect their interests and create unique 
identities to bring online. 


UNIQUE MULTIPLAYER CO-OP CAMPAIGN 
Exclusive to multiplayer, this campaign takes 
the team from the unrest in Mexico to civil 
war in Nicaragua. Team tactics and strategy 
must be implemented to progress through 
this robust campaign. 


Language XBox © 2006 Ubisoft Entertainment. АП Rights Reserved, Ghost Recon, Ghost Recon Advanced Warfighter, the Soldier Icon, Ubisoft, 
Violence - ÖVE. Ubi.com, and the Ubisoft logo are trademarks of Ubisoft Entertainment in the U.S. and/or other countries. Microsoft, Xbox, Xbox 
Live, Xbox 360, the Live logo and the Xbox logos'are either registered trademarks or trademarks of Microsoft Corporation in the United 
States and/or in other countries and are used under license from Microsoft. Software platform logo TM and © IEMA 2003. 
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NINTENDO 
DS LITE 


Manufacturer: Nintendo 
Website: www. 
List Price: ТВА 


intendo.com 


Finally. Our long wait is nearly over and a Nintendo 

DS that doesn’t look like a plastic brick from the mid- 
1980s will be available shortly. The DS Lite modifies lit- 
tle of the basic idea for the company's wacky handheld, 
but does add the bright screens from the SP's recent 
update, moves a few buttons around, adds multiple 
backlight brightness settings, and puts the power and 
connection lights onto the hinge. Cumulatively, the nips 
and tucks on each side of the unit make it two-thirds 
the size of the original and some reworking on the 
inside lowers the weight by 20 percent. The Lite is hot, 
and if it's shiny like the test photos, a pre-order stam- 
pede is waiting to happen. 


L tech | 
TF-DVD560 


Manufacturer: Coby Electronics Website: www.cobyusa.com List Price: $120 

This portable DVD player's 3.5-inch screen isn't going to win any awards for 
pure magnitude, but the extra features built in just might. A rechargeable bat- 
tery, headphones, car adapter, AV cables, built-in stand, and carrying case are 
cool and all, but the best bit is that it plays 12 classic Sega games. Altered 
Beast, Golden Axe, Sonic Chaos, and Ecco are interesting built-in additions 
sure to add some value to the little backseat drivers the value-priced player is 
designed for. 


PONG CLOCK 


Manufacturer: Buro Vormkrijgers 

Website: www.burovormkrijgers.n! List Price: €199.00 
Here's a clock that plays Pong...or a game of 
Pong that tells the time. Either way, this is a 
software-driven session where the left player's 
Score is the hours and the right's is the minutes. 
Every time the substantially more awesome guy 
on the right scores 60 points, the sucker on the 
left scores one. There's also a built-in play mode 
for a pickup game and each piece is individu- 
ally numbered. Our only gripe is that it's smaller 
than we would like, but the online store does 
enthusiastically ship worldwide. 


LCD TOPGUN 


Manufacturer: EMS Production 

Website: www.hkems.com List Price: $54.95 

We can't help but wonder if the realistic styling of this 
gun is terribly legal in the States, but importers are 


bringing in this Hong Kong special light gun purporting 
to be the first compatible with LCD, plasma, DLP, and 
projection televisions. To work with these non-CRT sets, 
two strips of LEDs have to be installed on either side of 
the screen, but they look pretty unobtrusive in the pic- 
tures. PS2, Xbox, and PC ready, the gun can also be set 
up with force feedback, auto-fire, and auto-reload. 
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(Shown with PSP, not included) 


SWISSMEMORY USB VICTORINOX 2GB 


Manufacturer: Swissbit Website: www.swissbit.com 

List Price: 6192.00 (Ruby Red), €186.00 (Retro Alox) 

Due in the next month, SwissBit has upgraded the storage capacity of the company's Swiss 
Army knife/USB flash drive combo to 2GB. Each model comes with scissors, a knife, nail 
file/screw driver, and the removable USB 2.0 flash drive. The ruby red edition adds an LED 


ш light and ballpoint pen. It appears that the aluminum-clad Retro ALOX, since it's lacking the 
ІРІ р F M light and pen, might be a tad smaller than its classic red counterpart. 


Manufacturer: Griffin Website: www.griffintechnology.com List Price: $49.99 

Lately known mostly for their sleek and high-quality iPod accessories, Griffin is hitting 
up the PSP market in the next month. The company's new focus starts with ап iTrip 
module with functions that mimic its iPod counterpart (namely, listening to the PSP's 
audio output through an FM station), but with design more in keeping with the PSP's 
lines and proportions. Other accessories like the iFM and SmartShare headphone split- 
ter work just fine with the PSP, although they were designed for the stylish black iPods. 


THE CLONE REPUBLIC 
BY STEVEN KENT 


Manufacturer: Ace Mass Market Paperback 

Website: www.penguin.com List Price: $7.99 

Lauded video game journalist and occasional Game Informer 
contributor Steven Kent (see Classic Gl, issue 149) has a sci-fi 
novel ready to hit bookstores in the end of March. The Clone 
Republic follows a military drone whose biggest offense is being 
different from his clone brethren, putting him into the middle of 
SUA 13:99 а conflict bigger than himself. 


RADEON X1900 XTX 


We almost wish ATI had skipped the 1800s entirely. That line of cards was 

announced less than six months ago and took its sweet time getting to 

retail shelves. We're sure that ATI's competition was happy about 

the supply shortage, but gamers left the company in the 

dust. The X1900 XTX (the gamer-centric card in the new 

line) will hopefully wash away that icky taste in peo- 

ple's mouths. The quick and dirty advantage about 

this card is that it's designed to be particularly 

efficient with high-resolution games 

and images that tap into Shader 

Model 3.0, besides just being a 

very high-end video card. Gamers 

of every level will see the advan- 

tage, but if you want more techni- 2 EM f ( =. 

са! mumbo-jumbo, check out ATI's um A 3 с 5 E Manufacturer: 
website for an extensive break- Ў Website: www.ati.com 
down on the card's components. Mr 3 List Price: $649 


Ww C GAMEINFORMER 49 


REAL TONES 


Х zat be lF  real7775 1 Ў а * GAMET306 , самЕ1307 
1) I'm N Luv (Wit А...) - T-Pain real7730 RockyTheme — real7776 P he 7 
2) Yo (Excuse Ме...) - С.Вгом/п real7731 130777. [P | ескш. | i Spy Hunter Johnny Crash Destroy All.. 
3) Check On It - Beyonce real7732 [era Frog]punscunds ll E = 

4) Rodeo - Juve real7733 Crying EA 

5) Unpredictable - Jamie Foxx real7734 tad fun6587 

6) Temperattre real7735 7) ...Goes fun6588 

7) DJ Play A Love ‚ Foxx real7736 | їш$@7 

8) Nasty Girl - Notorious БВ. real/737 tated —— GAME1309 GAME1311 
9) гану Taffy - DAL real7738 e eem = Г 

10) Рорріп'... - Three 6 Мапа /е217739 


SOFTWARE 


Гат se 


Т 

veU ME ©) 09). Icanteven 

ы? i рау attention Ct 
р i 

Can't Let Gi amilton . 1 ms PNS 3 n X app1300 
Check On It (( Beyonce real7747 4 / 
Cold - Crossfade real7748 
Down With = Distlitbed,.. real7749 
Draped'Up - Bun В ® қат 
Flossin' - Mike Jones *real7751 
Fresh Azimiz - Bow Wow ` real7752 2 
Gasolina - Daddy Yankee real7753 5 Fx pic3538 Tm £138 СоСа pic3543 Еу 
Here We Go - Trina real7754 
Hung Up (Chorus) - Madonna real7755 
I'm Sprung - T-Pain real7756 
Lovers & ... - Lil Jon & The E... real7757 - d x = ИНШӘ! EE 
Naggin - Ying Yang Twins real7758 i i i l (esse 
Presidential - Youngbloodz ^  real7759 Р 7 EXC — т арр1407 арр1303 
Ride WitMe-T.l. © ( P : $ 
Run It - Chris Brown 
Shake - Ying Yang Туй 
Stay Fly - Three 6 ai 


Yeah! - Usher 
You're Beautifu 


poly 

poly8700 

poly8701 

poly8702 М 

роіу8703 J rt DE Ш pic3589 J pic3590 CEN DERE ЕШ ріс3593 

poly8704 
6) Candy Shop poly8705 
7) Bad Boys (Cops Theme) poly8706 
8) Dirty Little Secret poly8707 
9) Tubular Bells (Exorcist Th.) — poly8708 
10) Trapstar poly8709 
11) Gold Digger poly8710 
12) Wait (Whisper Song) poly8711 
13) Naked* poly8712 3 La ë- 
14) Becaug! Gop High “ро1у8718; move2864  тоуе2865 @ move2866 | move2867 
15) Back Then poly8714 
16)Unbreakable 5. poly8715 

poly8716 

poly8717 

poly8718 A 

poly8719 move2870 move2875 


- 


Anybody In There. 


Bleep Generi Real Tones i 
Ho On Line 1, 2, 3, 4 And 6 it reat7769 f Bass 
vor 
Time Is Money П гез17770 A 
4 Pimp Cup Down È rear p 
Mamma Calling n — [ peus 
Menus 5 Pimp Apparatus P rem f er 
р ] " 21 


Oh Му Gawwd! - Its A Text e 


i 

Police Horn ym Pick Up Ya Phone | real7773 F 5 

GAME1312 D i inm ШЕСІ чөн d J 
Sick Tarzan tungag, 99 Problems real7774 | 14 

ù inim ^ The Crazy Frog Goes To India — fun6579 tt ишш ө 

They Are Looking At You fun6580 - mE = 

Too Drunk To Ring fun6581 

West Coast fun6582 

You Have A Text – Gosh! fun6583 

Your Attention Please! fun6584. 


WARNING: 


5 әрі! ес 


са 
= 


1 d 
t Suo enka Space enda na /.* 
Chil ee i е i i ә” pic3661 
624 БА 2 

ip % Wi - : 

pic3609 i 2 7 35 yw 

EA e dE 2 о = 2 4 ріс3662 @ рісзвез i i 

pic3615 


ааг 


n (Cm f i [ pi pic3630 
. ч ` A ж-қ 


| Monthly Value Plan 


vA 2. Select Create Message in the menu 
4 

3. Type in the keyword of your favorit 
John уре in the keyword of your favorite On 


ringtones, e.g. for I'm N шу (Wit A S.) Й 


txt real7730 to > | 2 Ringtones 
1Game 
4. Confirm with OK 3 Graphics 
$ 5.99 per pian 


Need help? Contact our Customer Service: 866-856-JAMS or info@jamster.com 
Supported carriers: Cingular? Dobson? Sprint? T-Mobile® 
If handset does not support content, next best supported content is delivered! 


MoneyMikeRingtono | 
252, 4,25kb tkbps 


Wess Gener | | Brower eg nox | Message 1 


|Greate Message amster! Monthly 


Message Inbox | Й |-Value Plan. 2 

Voicemail 5 Шеш $^ Playing, | 
E | Бае Goro] 

1.go to inbox 2. select ink 3. start download 4. save & enjoy! 


For more details see manual of your mobile phone or visit www.jamster.com 


app1306 app1307 
= HANDSETS SUPPORTED: POLYPHONIC RINGTONES: LG 04011; MOTOROLA V180; NOKIA 3100, 


Mobile Watch - With Chillout Light - Mellow Strobe Light - You'll be Fortune Cookie - Enjoy SAMSUNG X426; SIEMENS A56; SONY ERICSSON T226; REAL TONES: LG 04015; MOTOROLA V180; 
this you cannot resist. out and leave all your the life of the party with ‘anew fortune cookie NOKIA 3100; SAMSUNG X426; SIEMENS A56; SONY ERICSSON 7226; SOUND FX: LG 94015; MOTOROLA 
checking you сей over worries and cares behind | the wicked mobile strobe ‘everyday without the V180; NOKIA 3100; SAMSUNG X426; SIEMENS A56, CF62; SONY ERICSSON T226; COLOR WALLPAPERS: 

‘an зей! Noa ight! saree and meist LG 94015; MOTOROLA V180; NOKIA 2100; SAMSUNG X426; SIEMENS C61; SONY ERICSSON T226; 
2 RS: LG 04016; MOTOROLA V180; NOKIA 3100; SAMSUNG X426; SIEMENS C61; SONY 


jprint customers ERICSSON T226 - for more handset information visit www.jamster.com 


АІ content items are part of the Jamster! Monthly Value Plan, which is subject to the Terms of Service available at www.jamster.com. Each month you will get download 
credits for 2 ringtones, 3 graphics and 1 game/application, all for just $5.99/month. Redeem credits at www.jamster.com. The Value Plan automatically renews 
if not cancelled. You must be at least 18 years old or have your parent's permission to sign up on their behalf. Normal messaging & data charges apply. Do not 
resend your order if you do not receive the product. A carrier data plan is required. If handset does not support content, next best supported content is delivered. 
To cancel your plan send a text message "stop" to 75555. In case of questions please contact customer services at info@jamster.com or call 866-856-JAMS. 


connect opinion 


0 GAME 


VID 


BY ROB COOPER, 
SENIOR LEAD ANALYST, 
MAJESCO ENTERTAINMENT 


like video games. | like violent video games. 
| like using guns in my games and killing 
things, whether it's human, aliens, or what- 
ever else that moves. | like watching cleav- 
age bounce around on screen. | like games 
where | can drive in ways that would get 
me arrested. | like games that teach me new ways 
to insult people with crude, inappropriate humor. 

1 like video games. No, | love video games. | love 
them because video games let me escape into a 
completely different world where | can do things 
that are impossible, inexcusable, and irreversible in 
the real world. 

So, why do | sit around on Saturday afternoon 
and feel obligated to play another game in NHL 
2K6 or complete another scenario in Outpost 
Kaloki X instead of getting through the next mis- 
sion in Perfect Dark Zero, or trying to finally get 
past that boss I've been stuck at in Resident 
Evil 4? Why am | shooting squares and circles in 
Geometry Wars instead of Nazis in Call of Duty 2? 
Because | have two kids. 

| grew up with video games. | was introduced 
at a very young age to the Atari, which of course 
led to Nintendo and so forth. | watched games 
evolve from blocks to pixels to polygons, and was 
exposed to the increasingly mature content that 
came with each revision. | also learned that video 
games can be influential, but are ultimately fan- 
tasy. As much as | wanted to be the hero with the 
sword, slaying demons and rescuing the distressed 
damsel, | knew that walking through the woods on 
my way home from school swinging my wooden 
“sword” could lead to real world consequences 
instead of experience points if | did decide to kill 
the “evil” cat monsters. Unfortunately, | learned 
a lot of these lessons on my own; my parents 
used video games as a babysitter while they went 
about their own lives, never really knowing what | 
was playing. Now, 25 years after | first picked up 


a controller, | have two kids that will be immersed 
in video games much deeper than | ever was, and 
exposed to images more graphic than | ever could 
have imagined. 

Video games may have evolved in many good 
ways, but their influence has also increased as 
well. | know and you know that killing is wrong, 
that the female (and male) form should be 
respected, and you shouldn't eat mushrooms you 
find lodged in bricks, but 1 can tell you from experi- 
ence that a two-year-old boy doesn't know that. 1 
know that "please" and "thank you" aren't words 
inherent to the lexicon of a toddler and must be 
taught by the parents. | know that when a child 
sees arguments degrade into violence she'll learn 
that violence is an acceptable solution to getting 
what she wants. | also know that it's my job as 
a parent to be responsible for what my kids are 
exposed to and to put anything inappropriate into 
context. | won't let my kids watch violent TV or 
movies and | certainly won't let them watch violent 
or heavily suggestive video games. It can be hard 
at times to keep them from inappropriate content, 
but it's my job as a parent to know and under- 
stand what my children are exposed to. 

Before my current position in the industry, 
worked as a sales associate in the video game 
section of a retail chain. This retail chain had in 
place (in 2001) an automated system that would 
indicate to the sales associate and the customer, 
through the LED price display, any time an M-rated 
game was scanned. The sales associate was sup- 
posed to verify that the purchaser was over 17 
and was aware that they were purchasing a game 
unsuitable for children. | followed this procedure 
many times under many different circumstances. 
The most revealing to me were the times moth- 
ers would approach with their pre-teen sons with 
some Mature title. Once the beep sounded and 
| ran through the brief monologue, the two most 


І know 
that it’s 
my job as 


a parent to 


be respon- 


sible for 
what my 
kids are 
exposed 
to. 
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common reactions were either A) complete and 
utter indifference, or B) shock that they were 
about to buy inappropriate material for their child. 
This indicated to me that they were completely 
uneducated about the entire ratings system and 
video games in general. Very rarely were the 
parents knowledgeable about what content their 
children were playing. 

Fining retailers won't help. Censoring games 
should never happen. Reorganizing the ESRB isn't 
the answer. In this fight to stop the criminalization of 
the game industry as an enabler to teen violence, 
the key is parents. Parents need to step up and 
know what their children are doing, what they're 
watching, and what they're thinking. 175 okay (апа 
often necessary) at a certain point to let go of the 
innocence and let kids grow up, but parents need 
to be there to make sure kids know what's right and 
wrong and what's fiction and reality. 

We must remember that video games are only 
a form of entertainment. Just as the music com- 
munity was once attacked for driving children to 
suicide through demonic lyrics and subliminal 
messages, video games are so persecuted now, 
and the industry will prevail in a similar manner. 
The generation that was supposedly under the 
evil influence of games will grow up and replace 
the previous generation, but will do so with the 
knowledge and foresight in preventing, or at least 
reducing, the number of kids negatively affected 
by the media. Those who are affected will be 
the unfortunate kids whose parents don't know, 
don't care, don't know to care, or don't care to 
know. | love video games, | love the industry, and 
1 love shooting virtual guns and tearing enemies 
to shreds, but 1 love my children more and they'll 
always come first. IB I INI 


The views and opinions expressed on this page are strictly those of the 
author and not necessarily those of Game Informer Magazine or its staff. 


If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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ASOUEEREN MAY GOVERN 
THIS LAND. 


BUD YOU ACONE RULE 
ITS DESTINY: 


With the queen in danger and your homeland under siege, you as the prince must 
gather the 108 stars of destiny and defend the crown you will never wear. Welcome to 
Suikoden V, the epic adventure where the fate of an entire world awaits your command. 
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MOST RIVETING HUGE BATTLES & 60+ PLAYABLE 20+ STRATEGIC 
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www.konami.com/gs 


PlayStation.2 


iation. 


igitai Entertainment, 
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The Slowest Month іп Video 
Games (a.k.a. the ‘Play Elder 
Scrolls IV: Oblivion’ Month) 


ELDER SCROLLS FEAT 1 
FINISH THE MAIN QUEST 
& BELLY FLOP 

After ridding the world of evil, 
find a big rock that overlooks 
a lake, jump up and down to 
get your fatigue level up, then 
do something to knock your- 
self out like casting Lover's 
Kiss. This will make your char- 
acter belly flop into the water. 
Repeat for added hilarity. 


Teen Titans - 
PS2, Xbox, GC 


гө. 


04 


NEW RELEASES 

+ Brothers in Arms - PSP 

* BustA-Move Deluxe - PSP. 

+ The Chronides of Narnia: 
The Lion, The Witch and The 
Wardrobe - DVD, UMD 

* Commandos: Strike 
Force - PS2, Xbox, PC 

* Faces of War - PC 

= Hearts of Iron Il: 
Doomsday - РС 


ELDER SCROLLS FEAT 2 
GO TO CHURCH & STREAK 
Head to Chapel Stendarr in 
Chorrol and ask forgiveness. 
for all of the civilians that you. 
have Killed. Once the service is 
done, tear off your clothes and 
streak from the doors of the 
church all the way to Burma! 


Field 
Commander - PSP_ 


11 


* Auto Assault Online - РС 
+ Bounty Hounds - PSP 
• Field Commander - PSP 
+ Final Fantasy X — 360. 
+ Lara Croft: Tomb. 
Raider - HD DVD 
* Major League Baseball 
2K6 - 360 
= Metal Saga - PS2 


{ NEW RELEASES 


«| * Tomb Raider: Legend - PS2, 


Xbox, PC 


* Major League Baseball 
2K6 - PSP 

+ МВА Ballers: Phenom — PS2, 
Xbox 

* Teen Titans - PS2, Xbox, GC 

“Тор Spin 2 - 360, DS, GBA 

+ Tourist Trophy: Real Riding 
Simulator — PS2 

* The Wild - GBA 


DEEP THOUGHTS 

The father of the Metal Gear 
Solid series has been run- 
ning a series of blogs online 
for a few months now. Just 
recently these insightful 
journals have been translated 
to English. Check them out 
at wwwblog konamijp/gs/ 
hideoblog e/ 


FINAL FANTASY HOCKEY 
Today, the Atlanta Thrashers 
do battle with the Boston 
Bruins on NBC at 2PM EDT. 
Why is this game pertinent 

to video games? Thrasher 
goaltender Kari Lehtonen has 
Yuna and Rikku painted on his 
mask. How cool is that? 


Photo by Jessica Smith 


KINGDOM HEARTS: 
FORMATION ARTS 
FIGURE SET 1 

The first series of Kingdom 
Hearts figures hits stores. The 
series includes Sora, Donald, 
and Jack Skellington. 
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ELDER SCROLLS FEAT 3 
BECOME ARENA 
CHAMPION 

Once you have been deemed 
the toughest man in the world 
through the gladiator tourna- 
ments, fate must be tempted. 
Enter a fort and hunt down 

a vampire. Give ‘im a big 
Schmooch on the lips. Once 


Rampage: Total 
Destruction - PS2, GC 


completed, you can also go by 38 


the title of craziest man. 
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NEW RELEASES 

+ Dreamfall: The Longest 
Journey 2 — Xbox, PC 

“ Final Fantasy ХІ: Treasures of 
Aht Urhgan - PS2, PC 

* Keepsake - PC 

* Lost Magic - 05 

* Major League Baseball 
2K6- GC 

+ Rampage: Total 
Destruction - PS2, GC 


* The Sims 2: Family Fun 
Stuff PC 

• Thundercats Season 2: Vol 
2-DVD 
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Silent Hill ushers in the era 
of CG fog when it opens in 
theaters today 
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ELDER SCROLLS FEAT 4 
COLLECT ALL DAEDRIC 

ARTIFACTS & PUNCH A 

UNICORN 


ELDER SCROLLS FEAT 5 
BECOME HEAD OF ALL 
FOUR GUILDS & 5ТАҮ 
INVISIBLE FOR A DAY 


t ‘atelier Iris 2-PS2 . 
es J 
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NEW RELEASES, 

“ America's Army: Rise of a 
Soldier - PS2 

* Atelier Iris 2 - PS2 

* Final Fantasy VII: Advent 
Children - DVD, UMD 

* Guild Wars: Factions - РС 
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GAMES & MOBILE 
FORUM 

Returning for its fifth year, this 
forum explores online and 
mobile games. Sony Online 
Entertainment's John Smedley 
and Jamdat Mobile's Mitch 
Lasky are just two of the many 
keynote speakers that will be 
оп hand. 
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CHECKMATE #1 & ION #1 
DC Comics launches two new 
series today. The creative team 
behind the OMAC Project will 
be at the helm of Checkmate, 
a spy agency that keeps tabs 
оп the heroes and villains. 
And former Green Lantern 
Kyle Rayner will once again 
don the helm of lon, the 
most powerful being in the 
universe. 


Fast. Mobile. 
Drop Dead Cool. 
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Microsoft? Windows? XP. 


AREA-51? m5500 


Microsoft? Windows? XP Media Center Edition 2005 

Intel? Pentium? M 750 (1.86 GHz, 2 MB Cache, 533 MHz) 

NVIDIA® GeForce™ Go 6600 PCI Express with Graphics Control Technology 
512 MB Dual Channel DDR2 SO-DIMM at 533 MHz 

60 GB 5400 RPM Hard Drive 

15.4" Wide Screen LCD 

24x10x24 CD-RW / 8x DVD Combo Optical Drive 


Affordably Priced less than $1,449 


(After $100 Rebate) 
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HIGH-PERFORMANCE SYSTEMS 


MOBILE 
Intel, Intet inside, Intel inside ogo, Intel Centrino and Intel Centrino одо are trademarks or registered trademarks of Intel Corporation ог its subsidiaries in the United States and other countries. 
Alienware, Alien head logo, Alienware High Performance logo, and Area-51 are trademarks, and/or registered trademarks of Alienware Corporation. All ther trademarks are property of their respective TECHNOLOGY 


owners. Alienware can not be held responsible for errors in photography or typography. Prices, configurations, and availability may change without notice. Taxes and shipping charges are not shown. 


JEST TO MURDER А GOD. YET, EVEN WITH KRATOS SUCCESSFULLY PERCHED ON ARES' THRONE AS THE 


Y-MADE GOD OF WAR, THE ADVENTURE IS FAR FROM OVER. THE GHOST OF SPARTA AND HIS BLADES ARE 
RNING FOR AN ALL-NEW BOUT WITH DIVINE FORCES IN GOD OF WAR ЇЇ ON THE PLAYSTATION 2. WHILE 
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ting a worthy sequel toa popular game is a delicate task. On one hand, the first title so enthralling. “We're not just going to go off and make some 
levelopers need to provide enough new content to instill players with the crazy sequel that has nothing to do with the original,” Barlog laughs. “This 
that they are doing something fresh. On the other hand, too many isn't an expansion pack or some wacky new direction. We pick up where we 


lations from the original formula can result in a betrayal of what made left off” 
е game fun to begin with. Very aware of these potential dangers, God One of the things ensuring that the unique and stylish feel of God of War 
of War 115 director Cory Barlog is quick to assure fans that they need not remains intact is the fact that 90 percent of the original team is returning for 
fear a repetition of Capcom's Devil May Cry 2 debacle. “We want to God of War II. Barlog himself was the lead animator before taking over directing 
make things that didn't work, work better,” Barlog explains. "And we duties, which were previously handled by Dave Jaffe (who was promoted to cre- 
want to take the things that did work, and elevate them beyond ative director of the entire Santa Monica studio in the wake of God of War's success). 
where we went in the last game - even the parts where people We. While Jaffe became the public face of God of War surrounding its release, it was the 


said ‘This is awesome, it can't get any better!’ No, it can. And 2 

that's what we're doing.” FG 
Even though it will have а host of improvements, | g УУ 

fans of the first game don't need to worryabout 27 

God of War II trying to carve out a brand new 

identity for itself in unfamiliar territory. After all, 


contributions of many that led to the game's positive reception. "Passing the torch 
may be a misconception,” Jaffe elaborates. "It's more like I'm taking one hand off the 
torch, but we were always holding it together. I'm still involved, but it's Cory's vision, 
Cory's game. The current team was so instrumental in crafting what the first game 
became that it doesn't feel like that big of a transition” 
Sony realizes that there may be some skepticism regarding the management change. New 


offshoots in different directions have been the rem leadership is usually the first thing blamed when a sequel doesn't perform up to expecta- 

downfall of several high-profile follow-ups. (tions. “At first, l'm sure people will ask ‘who the f--- is this n00b?” Barlog laughs. Preemptively 
__ ltwill retain the visceral, engaging combat making light of these apprehensions, he adds, "I'm really excited about our gardening mini- 

and epic-scale exploration that made 4 K game. It really shows you the softer side of Kratos. He can cross-stitch!” All jokes aside, he adds, 
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1 Тһе look of these temples may 
4 be reminiscent of the first game, 
_ but Kratos will journey to a wide 
_ variety of new locations, like а 


"Really, once they start seeing the content, 
that speaks for itself" After all, when all is 
said and done, God of War II will undoubt- 
edly provide it's own proof of quality. 

The biggest hurdle facing God of War 11, 
as with many sequels, is opening up new 
avenues with its content. The first game was 
over-the-top in all regards; everything from 
the violence to the environments was done 
оп ап epic scale. After all, when the finale 
has the protagonist killing a god and becom- 
ing a deity himself, one would think that 
there aren't too many ways to up the ante. 
"We set a high bar, but we still have a lot of 
room," Barlog observes. "We only closed the 


doors that needed to be closed, that needed | 


to satisfy the player's understanding about 
certain aspects of Kratos. What needed to 
be told in the first game got told and got 
resolved. What's being added to the plot to 
elevate it is a massive story — a story that 
when you start understanding where it's 
taking you, you're like ‘Oh, f---. That's crazy" 
The adventure picks up exactly where 
the first game stopped. Kratos has just 
killed Ares, and is seated upon his new 
throne. Clad in armor that is a stylistic mix 
of Ares’ suit and Kratos’ own protection 
from his days as a Spartan general, Kratos 
is otherwise just as players left him. Despite 
his remarkable achievement, however, he is 
unable to rest easy. Though forgiven for his 
deeds, he has not exorcised the demons of 


his past. Amid his continuing nightmares, 

he must come to terms with the fact that 
even as a part of the Olympian pantheon, he 
remains subservient in some ways to other 
gods, and he is still not immune to their 
twisted machinations. 

Even though the game begins with Kratos 
imbued with full powers worthy of a god, 
the glory doesn't last long. Other gods, 
affronted by the fact that a mere mortal 
has joined their ranks, begin to conspire 
against their new brother. "Anybody who 
has some familiarity with Greek mythology 
knows that's what the gods did," points out 
producer Steve Caterson. "They stabbed 
each other in the back" 

“It's Days of our Lives meets Paul 
Verhoeven," Barlog interjects. "That dramatic 
struggle between very powerful people who 
are incapable of having any moral center" 

As a result of this power struggle, events 
are set in motion that essentially strip Kratos 
of his new throne. "We kind of return him to 
what he was, juxtaposing him to how he is 
at the beginning," Barlog says. Once again 
betrayed by the conniving of the gods, Kratos 
makes it his bloody mission to go over their 
heads and tackle the problem by rooting out 
those who can command even Zeus: the 
three Sisters of Fate — the gods' gods. 

In Greek mythology, the Sisters weave the 
threads of fate for every being on earth, god 
and mortal alike. Kratos realizes that the 


responsibility for the life he is doomed to 
lead, as well as his terrifying past, rests with 
those who predetermined his destiny. In 
order to reverse the event that robbed him 
of his godhood, Kratos needs to travel to the 
Temple of Fate situated at the literal edge of 
the world and confront the Sisters face-to- 
face - and you can be certain that it won't 
be a simple please-and-thank-you affair. 
Barlog clarifies: "It's still rooted very much 

in the base idea of Kratos' brutality, animal 
nature, and his revenge - his unbridled 
desire for revenge. 'You wronged me. Well, 
f--- you. You're going down." 

Even though the gorgeous pre-rendered 
cutscenes conveying pivotal events will be 
making a return, the majority of Kratos’ 
personality and rage comes through in 
combat rather than exposition. The ferocious 
and freeform battle system of the original 
returns with a vengeance, though it has 
undergone some changes in order to make 
Kratos’ attacks more streamlined and fluid, 
allowing for an uninterrupted string of aerial 
and ground-based carnage. “We're definitely 
bringing that flavor back, empowering the 
player to paint whatever picture they want 
with the combat,” Barlog tells us. Kratos 
still has his signature blades chained to his 
wrists, though they are now the Blades of 
Athena, bound to him willingly. In addition to 
these implements of doom, Kratos will also 
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The image that appears on the cover of this 
issue of Game Informer is one of the most 
evocative and striking illustrations we've 
displayed. During our visit to Sony's Santa 
Monica studio we discussed the art with its 
creator (and God of War II's visual develop- 
ment director) Charlie Wen, who provides 
unique insight into how the imagery ties into 
the project as a whole. "The idea is to capture 
the game's main themes," Wen observes. 
"The world is chaotic, stormy, it's got lightning 
arching through the clouds — with pos- 

sibly some light at the end of the tunnel. 
Everything is moving — the game is about 
action, and the motion engulfs everything. 
There's stuff coming out that Kratos has to 
meet and match up with, and we're showing 
that he can jump onto other riders and com- 
pletely demolish them:on their own territory" 
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1 Movement on walls has been 
expanded, allowing for combat and 
quick movement in all directions 


E Hanging from the 
ceiling provides more 
opportunities for fighting 
as well as platforming 
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have sub-weapons at his disposal that the player can integrate 
at will into the chaos of combat. 

The original game did feature another weapon in addition to 
the chains, a sword called the Blade of Artemis. However, the 
team believes that the way the sword was used in the gameplay 
displayed too distinct a separation between it and the chains. 
The weapons were essentially two different modes which the 
player could toggle between by pressing L1 and R1 simultane- 
ously. While it allowed for some flexibility, players weren't able 
to switch weapons mid-combo, which meant that each battle 
made you choose one weapon or the other. Now, you'll be able 
to switch with just the touch of a single button, similar to the 
way weapons were handled in Devil May Cry 3. This will allow 
you to launch an enemy with the chains, follow it up with an 
aerial sword assault, then seamlessly transition back to finish 
the job. 

The same combo-linking technique that is being applied to 
sub-weapons will also be used for Kratos' new magical arsenal. 
Last time around, the magic attacks were an excellent tool for 
managing groups of enemies, though they severely limited 
players’ mobility. In the interest of constantly keeping the 
combat in motion, most of the spells in GoW II will be usable 
on the go and fully assimilated into the endless string of combo 
possibilities. For instance, one of the new magic abilities is an 
ice-based attack that functions similarly to a shotgun blast in 
other games, and like a sub-weapon, can be used in the midst 
of any combo. These attacks aren't simply new ways to inflict 
damage, though; they have strategic functions as well. Kratos 
will acquire wind harpoons that can be thrown from a distance 
to keep enemies at bay, and even charged up into a formidable 
whirlwind that sends nearby enemies skyward, opening them to 
being brutalized in mid-air. If you charge the spell fully, it creates 
an enormous tornado that rips your foes to shreds. 

Of course, these massive charged moves won't be avail- 
able right from the start. Every type of magic has three tiers, 
upgraded by funneling experience orbs into them to increase 
their power. As the tornado magic illustrates, these increases 
do far more than just up the damage. Each level is a new attack 
with new functionality. Some will aid with positioning, while 
others even have limited defensive capabilities. The middle tier 
of ice magic has Kratos summoning whirling balls of energy that 
act as a shield, damaging enemies who come too close. While 
the shield is active, Kratos will still be able to run around and 
use his full range of attacks, even going so far as to switch to an 
entirely different type of magic and fire off some wind javelins. 
This ties in to the overall philosophy of the team as they attempt 
to improve an already-solid fighting mechanic; the goal is to 
ensure that every facet, from the magic to the sub-weapons, is 
intuitive and easy to perform, never forcing players to remove 
themselves from the action. "Every single aspect is integrated 
into fast combo action," insists Barlog. "Nothing should feel 
clumsy. We want players to feel like they have total control over 
this guy. Regardless of your level of expertise, you're going to 
feel like a badass.” 

While these additions to the combat sound like fun, any 
respectable sequel can boast new abilities and items. What 
promises to set God of War apart is the way the team is not only 
incorporating extra features, but how these things build on 
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and improve the areas that were weakest in the first iteration. 
“We've spent a good time in development, since we already had 
the basics, figuring out what we needed to address," Caterson 
tells us. "We scoured websites, message boards, and we took 
all the feedback, put it up on a board, and came up with ways 
to enhance them" Barlog quickly chimes in: “Which, it turns 

out, people really liked the spinning blades in Hades. That was 
definitely one of those areas where people just wanted more!" 

Though a joke, Barlog's comment touches on a genuine 
concern that some gamers had with GoW, and that was the 
various platforming sections. Something just felt strange about 
gutting an undead warrior one second, then precariously 
balancing on rafters and swinging from ropes the next. In God 
of War II, the series will definitely continue to have platforming 
elements, though a new twist promises to help these sections 
retain that unmistakable God of War feel. 

“I think God of War is establishing its own identity in the 
platforming,” Barlog muses. "It stays true to the character. You're 
not going to see Kratos running along walls. We're going for that 
feeling you got when you played Bionic Commando for the first 
time — that kind of visceral excitement.’ While fighting the gods 
and rescuing Super Joe might not have anything in common 
at first glance, Kratos has a new capability that connects him 
to the 8-bit classic: grappling and swinging through the use of 
his chain blades. Scattered around the environments, players 
will find specific grapple-enabled items, many of which will be 
above chasms and used primarily for getting from one place to 
another. However, since the team wants combat to permeate 
every aspect of GoW II, some grapple objects will also be helpful 
in stringing together combos. You'll find them strewn about the 
area waiting to grabbed and swung overhead. Imagine lifting a 
Minotaur off the ground with a tornado blast, then lashing out 
to snare a marble block, which you then send barreling toward 
the airborne beast at top speed. 

Swinging around won't be the only way for Kratos to get 
some extra time in the air. Players who watched the special 
features on the God of War disc will recall that the 
team had been toying with the idea of including 
wings that grant Kratos the power of flight. 
Though this concept didn’t make it in to the 
first game, it will be fully integrated the 
second time around. This item, called 
the Icarus Wings, allows Kratos to 
hover for a few seconds before the 
wax holding the feathers together 
begins to melt away. When used 
in conjunction with the grapple, 
this ability opens up a vast array Ё 
of opportunities for vertical expe- 
riences. One example we saw 
had Kratos soaring from point 
to point with the grapple before 
sprouting wings and descending 
slowly. The wings quickly eroded, 
and at the moment when it 
appeared Kratos would plunge to 
his doom, he threw out his blades, 
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® The camera is still fixed, 
resulting in some amazing. g r 


a E. S. | A TIME TO KILL 


A “ ЕА The sheer brutality of Kratos' arsenal of attacks was а trademark of the first 

| game, and you can expect to see a brand new array of sickening kill moves 
punctuating GoW II's flowing combat. In our hands-on time with the game, 
we picked up a boar by the hind legs and eviscerated it, kicked a wild dog 
in the ribs, and clenched a soldier by the neck as we amputated his limbs 
with his own sword. “There is a much bigger focus on using the enemies’ 
weapons and body parts against them," Barlog reveals. "This broadens the 
visceral nature of the combat to basically every enemy you encounter" In 

4 these images, Кгаїо$ rips out the eye of a rampaging cyclops. What these 

screens don't reveal, however, is the aftermath: With the cyclops writhing 

in pain on the ground, Kratos jams the eyeball into the open mouth of the 

blinded monster before stomping on its jaw to force it shut. Thankfully, 

a new position on Olympus has done nothing to quench the legendary 

Б 5 bloodlust of Kratos. 
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caught a grapple point at the last second, and swung to 
safety. This exploration of the vertical nature of the levels 
isn't limited solely to navigation, though. Hoping to further 
break down the walls between exploration and combat, 
you're going to have to take the fight skyward. After all, 

1 Icarus won't simply be giving Kratos his wings. You'll have 
^ to bring him down...and anyone who has read the story of 
Icarus knows that battle is bound to happen dangerously 
= close to the sun. 

ж.” Icarus won't Бе the only mythical figure Kratos will 
have to confront one-on-one. The team knows that one 
complaint gamers had about the first game pertained to the 
boss battles. Not that they were poorly done - all three of 
them were harrowing and jaw-dropping encounters - but 
there simply weren't enough of them. The reason for this 
was in the puzzle-solving nature of the encounters. None 
of the bosses used the standard "press X until the life bar 1 
reaches zero" approach. Each one had environmental con- 
siderations, and required a certain amount of trial-and-error 
before the player even figured out how to do real damage. 
This is what made the fights so compelling, but it also 
took a great deal of time to implement and perfect, which 
resulted in the scarcity of these epic clashes. "The ones 
that we put in had that attention to the environments and 
thinking your way through the problem. That same attention 
is being focused on all the bosses we have in this game," 
Barlog assures us. "You will not be disappointed" 
The only other clue we have as to another potential boss 
fight is the deeply disturbing concept art we saw hanging 
in the studio depicting the Gorgon Euryale, the sister of 
Medusa. While the Gorgons in the first game were lithe and 
vicious, Eurayle is a bloated, gluttonous fiend who probably 
wouldn't be up to the challenge of facing Kratos one-on- 
one. "Oh, yeah. There's a fun interaction with her," teases 
Barlog, though he tells us we'll just have to wait and play 
the game to uncover the specifics. Even so, if the encounter 
utilizes the unique mixture of brains and brawn that defined 
the decisive battles of the first game, we're sure it'll be 
worth the wait. 
Fortunately, the inclusion of these nuanced boss battles 
doesn't mean that you'll just be button-mashing your way 
| through the remainder of the game. God of War II will once 
* again use a variety of situations involving contextual button 
presses to give players even more opportunities to witness 
to barbaric nature of Kratos' fury. This mechanic has been 
used in a few games since the original God of War, (most 
recently Kingdom Hearts 11), so the team has been working 
on ways to once again assert Kratos as the god of the 
context-sensitive minigame. "The simplicity and accessibil- 
ity will still be there," notes Barlog. "But we're expanding 
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18 Instead of finding dangling 
ropes, you'll use your blades to. 
swing over gaps" 


M Through special grabs or a 
regular assault, it's imperative 
that you get the imps off their. - 
hulking mounts 


ж x 
, More contextual minigames 
н”. means more to highlight 
~ Kratos’ brutality. This cerberus 
7 loses each of its heads in three 
separate gut-wrenching displays 
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on them in their use and making them more perva- | 
sive. We have a lot more scenarios where you'll 
need to find weaknesses and exploit them, so 
the minigames become less waiting for the circle 
button to appear, and more figuring out how 
to make it appear in the first place" 
A brand new selection of grotesque 
kills also requires a slew of fresh 
victims. Fans will recognize 
some returning monster 
designs in God 


of War II, but since the foes were the minions of 
the late Ares last time, most of your adversaries 
will be unfamiliar, posing unique challenges to 
Kratos. For example, one new creature type is 

a short little imp dual-wielding axes. Alone, the 
imps are easily dispatched, but in a group of 
more powerful companions, they add a different 
dimension to enemy Al due to their ability to ride 
and control much more fearsome opponents, 
such as a cyclops or cerberus. Focusing the efforts 
of the larger brutes and increasing their accuracy, 


| extras present three scenarios that have definite 

| sequel potential, none of them serve as the core 

| ofthe plot. "I don't think any one of those fully 
represents what's going on with the story and 

| how we're taking the layers off of this mythologi- 

| cal onion," Barlog insists. When asked whether 
other features and plot-points referenced in the 
unlockables will surface in GoW II, though, he 
pauses briefly and gives a suspicious glance. “You 
never know," he replies. “Some of that stuff could 
pop up” We received a nearly identical response 
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the imps quickly become the number one priority 
when facing a horde of enemies. If you can't kill 
them quickly, you'll be forced to knock them off 
the beasts they control in order to make the 
fight manageable again. 
If you have the desire to speculate 
on other creatures that may appear, the 
bonus materials from the original game 
could provide some excellent food for 
thought. Don't expect them to reveal much 
about the mysterious events that drive the 
story forward, however. Even though the 


when we asked about the possible return of the 
Temple of Pandora. 
Even though it appears that the team isn't talking 


| about specific details at this point, we do know 


that they are striving to include many things that 
fans of the first game will find familiar. "We're 
really bringing back the feeling of being part of the 
world," Barlog reports. "Characters you interacted 
with in the first game, whether it was major or 
minor, will all make their appearances. | really like 
when sequels don't do all-new casts. As a gamer, 
you played the game for 15-20 hours, and it's cool 


BONUS FEATURES 
UNLOCKED 


Іп addition to innovative gameplay, God of War 
was one of the first games to feature a multi- 
tude of DVD-caliber extras like deleted scenes; 


concept art, and interviews with the developers. 


God of War II will continue this tradition with 
all-new material chronicling the process that 
gave rise to the game. "We want to give people 
the insight on the journey we went on," says 
Barlog. “Ideally, even going deeper. We want as 
many things as we can pack on there to make 
the player say ‘Wow, this just keeps going:" We 
can only hope this means we get more 800- 
numbers to call and talk to Kratos! He hasn't 
called us back since we beat the first game. 


to bring back those characters and see them again.’ 
Does that mean we'll be ogling more scantily-clad 
priestesses? Even though God of War came out before 
the Hot Coffee scandal, the game's sexual themes were 
often referenced as an example of how video games 
had gone "too far" Even amid the controversy, these 
elements may be making a return. "It was a conscious 
story-based and character-based decision to incorporate 
the sexual material [in GoW]," clarifies Barlog. "It wasn't 
us trying to be exploitative. The same sense of judgment 
applies to the second one. If it serves the story and the 
definition of the characters, then absolutely. It's definitely 
a mature-themed gamed. We don't shy away from those 
decisions" Of course, the attitudes of a development 
team and a major publisher like Sony have been at odds 
before, and the changing nature of this debate could still 
throw the inclusion of this material into jeopardy. 
Though less controversial, an equally interesting 
decision made with God of War 11 was the one to release 
it exclusively on the PlayStation 2, even though the 
PlayStation 3 will reportedly be available and gaining 
momentum by the time the game releases. Dave Jaffe 
offers some insight as to why Sony is sticking to the PS2 


с 


this time around: "Yes, wouldn't it be cool to come out 
as a PS3 launch title? But that means that the game we'd 
be putting out wouldn't be up to the level of gameplay, 
animation, and depth that we've established. It's about 
continuing the God of War franchise, and we can deliver 
that quicker and more completely to the consumer on 
the Р52” Given the massive installed base of the console, 
this approach also means that a larger community of fans 
will be able to thrill at the ongoing exploits of Kratos. 

The inventive continuation of the story coupled with 
even more ways to savagely tear foes to pieces mark God 
of War II as a brand new experience, but the tone and 
cinematic style will remain brutal, merciless, and familiar. 
"Dave and І have a similar mindset when it comes to 
evoking an emotional response from players," asserts 
Barlog. "The concept of jarring players and poking them 
to get a response. The notion that they have to make 
decisions to feel like this character, whether they like it 
or not. They may go away with a sour taste, but they go 
away feeling like a part of the character. Once you press 
the button, you are Kratos in all his glory. And you're 
going оп a bloody adventure" шшш 
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The Earth's Mightiest Champions 


There are dangers in this world that the 


average person may not be aware of. There are powers 
at play throughout the universe that would do us harm. 
There are creatures that come from beyond our reality 
and observe our planet with envious thoughts. Aliens and 
demons, sorcerers and robots, monsters and mutants — all 


of these vile miscreants have tried to take from us what is 


rightfully ours: our freedoms, our resources, and even our 
very lives. Yet all of these villains have seen their plans 
wither and fail, thanks to the one force that can stand 


up to any threat, the one group that can overcome any 


challenge with the combined might of its members, the ' 


one organization that has saved our world time and again: 


the Justice League. 
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here are many superteams 

operating in the world of 

comic books, but none 

can claim a roster like the 

Justice League. The X-Men 
have Wolverine and the Avengers have 
Captain America, but the Justice League 
features the DC universe's three biggest 
heroes: Superman, Batman, and Wonder 
Woman. Not only have these three each 
defeated foes that would make other 
teams collectively shudder in fear, but 
they are joined by Green Lantern, the 
Flash, Martian Manhunter, and Zantanna. 

While these final two members may 

not be as recognizable as Batman 
or Superman, every member of the 
Justice League brings unique attributes 
to the table to create a team that can 
take on any threat, from supervillains 
like the Joker or Brainiac to the biggest 
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18 Characters can interact with objects 
in the environment in different ways. 


Superman can easily toss objects 
others can't lift 


cosmic-level cataclysm. Although several 
members of the Justice League have 
starred in individual video games, the 
entire team has rarely been portrayed 

in the digital realm together. Now, the 
world's finest superteam is primed to 
enter the world of video games in grand 
style, thanks to the action/RPG experts at 
Snowblind Studios. 

Best known for their work on the 
Bauldur's Gate: Dark Alliance and 
Champions of Norrath franchises, the 
folks at Snowblind know a thing or two 
about the action/RPG genre. Although 
Justice League Heroes is a departure 
from their other games in terms of set- 
ting and characters, the gameplay will 


Wi Each character is armed with 
a variety of skills based on their 
powers in the DC Comics universe 


8 The Martian Manhunter faces 
off against his sworn enemy, a 
villainous White Martian 


be instantly familiar to anyone who has 
played one of their earlier titles. While it 
is a comic-based dungeon crawler like 
the X-Men Legends games, Snowblind's 
experience with the genre ensures that 
the title will look, feel, and play differently 
from that series. 

Either alone or with a friend, play- 
ers will guide members of the Justice 
League through an adventure that's every 
bit as epic as those from the comic. 
By collaborating on a story with comic 
book writer (and producer of Cartoon 
Network's Justice League Unlimited) 
Dwayne McDuffie, Snowblind has crafted 
a tale that will pit the heroes against 
some of their most deadly villains and 


take them everywhere from the streets 
of Metropolis to alternate dimensions. 
Since the League routinely deals with 
cosmic threats, having them run around 
the suburbs simply isn’t appropriate. 
Over the course of the game, players 
will find themselves travelling all over 
the universe. 

Whether battling robots on city streets 
or taking on an evil White Martian іпуа- 
sion fleet in Earth's orbit, Snowblind 
wants Justice League Heroes to feel like 
a team game. It should never feel like a 
Batman or Superman game with some 
supporting characters. Therefore, each 
level will feature two League members 
that the player can switch between on 


the fly. In the early stages of the game, 
the characters will be pre-selected based 
on who is most appropriate for the mis- 
Sion. These introductory levels help the 
player get used to taking on the roles 

of all seven heroes, and discover how 
their unique powers function. Of course, 
later in the game, players will be able to 
choose the League members they like 
for most stages. There may be a few 
exclusions based on a character's abili- 
ties, however. Batman and the Flash, for 
example, aren't much use in outer space, 


№ 
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especially when characters like Superman 
and Martian Manhunter are available. 
With such a wide range in the powers 
of the characters, the biggest challenge 
for Snowblind is balancing the seven 
heroes to ensure that each one is true 
to the comics, while still fun to play and 
not drastically over- or under-powered. 
Obviously, there is a huge difference in 
the abilities of the alien Superman and 
“the human Batman. But as comic fans 


Snowblind is running with this concept 
by giving each character roughly ten 
unique abilities. Superman sports all his 
familiar powers like flight, super-strength, 
heat vision, and cold breath, as well as 
limited invulnerability and a variety of 
special striking attacks. Batman, on the 
other hand, can throw Batarangs, flash 
grenades and other unique gadgets, 
and also has a vast array of martial arts- 
based attacks. With his technology-aided 
arsenal, a player taking on the role of 
Batman will be able to dish out nearly 


as much punishment as a second player 
controlling Superman. 

Aside from Superman and Batman, 
Wonder Woman is easily DC Сотіс5 
most prominent hero. Like Superman, 
she po: es super-strength, invulner- 
ability, and flight. On top of these powers, 
she also carries her unbreakable golden 
lasso, which is the basis of many of her 
abilities in the game. She can capture 
groups of enemies with it, pull them 
towards her, and even swing them 
around her like a weapon. She can also 


throw her tiara for a projectile attack 
and can unleash a devastating flying 
strike, making her far more than simply a 


female equivalent to Superman. 

The Fl. on the other hand, has a 
completely unique set of powers that 
are based on his incredible speed, 
rather than brute strength. The fastest 
man alive, the Flash's powers are used 
to great effect in the game. One ability 
allows him to stay constantly behind an 
enemy, unleashing a flurry of super-fast 
unblockable punches, while another 


allows him to rapidly pinball back and 
forth between a group of foes, taking a 
few quick shots at each one. Of course, 
he can also unleash a rapid dash attack, 
which allows him to phase through 

any object in front of him, and also has 
a speed boost skill that doubles his 
attack speed. 

Martian Manhunter has been a 
member of every version of the con- 
stantly evolving League, and is one its 
most critical members. The sole survivor 
of the Green Martian race, Manhunter: 


-~ | to feel like a 


(also known as J'onn J'onzz), is gifted. | 
with shape changing, phasing, and 
telepathic abilities. His psychic powers 
enable the entire League to commu- 
nicate mentally across long distances. 
In the game, his abilities allow him to 
transform into a powerful monster form, 
confuse and convert enemies with his 
telepathic abilities, and shoot psychic pro- 
jectiles. He can also “phase out,” going 
into an immaterial state that makes him 
temporarily immune to harm. 

Zatanna and Green Lantern were the 


Whether battling 
robots on city 

streets or taking 
оп an evil White © 
Martian invasion 
fleet in Earth's 

orbit, $nowblind 


wants Justice 


League Heroes 


team game. 


two characters that we didn't have the 
opportunity to see in action, although we 
have no doubt that these two characters 
will feel every bit as distinct as the others. 
With his ring that allows him to create 
anything his mind can imagine, we sus- 
pect that Green Lantern (also known as 
John Stewart) will have quite a host of 
interesting abilities. His power is limited. 
only by his creativity and willpower, 
making him a perfect character for 
Snowblind to have some fun with; 
Zatanna will easily occupy the most 
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Wonder Woman has many 
skills that take advantage of 
her magical lasso 


Like all abilities in the game, 
Superman's freeze breath can be 
upgraded to more powerful forms 


Taking on Brainiac’s robots 
as Superman and Batman is 
something comic book fans 
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unique role in the team. A magician 

who casts spells by speaking backwards, 
Zatanna will most likely be a major sup- 
port character, as she rarely physically 
engages enemies in the comics. But as 
one of the only two female characters 

on the team, we have no doubt that 
Zatanna will be the character of choice for 
some players. 

Although each member's distinct abili- 
ties will make him or her roughly equal 
in terms of overall power, there will be 
key differences between them. Of course, 
Superman will have more hit points than 
any other character and have the abil- 
ity to fly, as will Wonder Woman, Green 
Lantern, and Martian Manhunter. These 
characters can fly as long as the player 
wishes and can attack enemies on the 
ground from above. Batman, on the other 
hand, can glide for a short time with his 
cape, and the Flash has an ultra-fast aerial 
jump kick. This ground-to-air combat is a 
huge change over S (45 previous 
dungeon crawlers, which were all essen- 
tially confined to a single plane. Along 
with the deeper combat that is afforded 
by the addition of a second attack button, 
Justice League Heroes' addition of aerial 
combat brings a lot of new vitality to the 
top-down action/RPG genre. 

Another difference between JLH and 
the other dungeon crawlers is in its use 
of items, or rather, its lack thereof. While 
defeating enemies will earn the player 
experience points that can be used to 


аа 
Аы 


improve а character's skills, don't expect 
to see them drop enchanted weapons 
or health potions. The only items that 
enemies will leave behind are temporary 
power-ups and more valuable pieces of: 
loot called boosts. Boosts can be used 
to improve a character's skills, and the 
multiple types of boosts affect a power 
in different ways. For example, adding a 
speed boost to Batman's Batarang power 
will make him throw faster, or adding a 
duration boost to Superman's Power of 
Krypton skill will make him stay invincible 
longer. Adding a boost to a skill is per- 
manent, so if you attach it to a power, 
you won't be able to switch it to another. 
skill later. While every skill can be lev- 
eled up with experience points, adding 
boosts allows further customization of the 
heroes, so you can play them exactly the 
way you want to. 

it may be tempting to add 
boosts to your powers immediately, 
patient players who are willing to get a 
little deeper into the customization aspect 
will get the most out of them: Multiple 
types of boosts can be combined for 
even greater effect, so by saving them ир 
until you ha eral different kinds, you 
may discover a great boost effect that you 
wouldn't be able to achieve otherwise. 
Snowblind wants Heroes to be easy to 
pick up and play for people who aren't 
experienced in the action/RPG genre, but 
still offer the depth that fans of the genre 
know and expect. е 


With boosts as the primary dropped 
items, obviously Heroes needs to have 
an entirely different approach to health 
than the standard potions and slow reju- 
venation method of other action/RPGs. 
The team has decided to go with a health 
System more akin to Halo. If the player 
doesn't get hit for a few seconds, any 
damage they have suffered will instantly 
be healed. This system also fits more 
naturally with the nature of the charac- 
ters. The Justice League members don't 
stop to chug health potions when they're 
hurt; they shrug it off, get a second wind, 


and get back into the battle. 
Under the health bar, a second meter 
indicates how many special move points 


a character has, which allows the player 
to tap into that character's unique skills. 
Characters like Batman have more points 
than more physically impressive charac- 
ters like Superman, to further establish 
a balance between them. Wonder 
Woman may deal out more damage than 
Batman, but Batman’s deeper reserve of 
special move points allows him to use 
his skills more consistantly, creating huge 
combos with his powers. 

With Batman constantly chucking flash 
grenades, Superman burning through 


make him every bit as formidable 
as his super-powered comrades 


foes with his heat vision, and Green 
Lantern's ability to create a virtual arse- 
nal, expect to see a lot of chaos unfold 
onscreen. Heroes features environ: 
ments that are a lot more interactive 
and destructible than other dungeon 
crawlers, so fire hydrants bursting, cars 
exploding, and lamp posts collapsing are 
all common sights. While this 

kind of destruction looks 

cool and adds a lot 

of comic flavor 

to the action, it 

also figures into 

the gameplay. 

Based on 

their different 

strength levels, 

characters 

will be able to 

pull items from 

the environment 

for weapons. Batman 

and Zatanna can lift up 

mailboxes to throw, while Martian 
Manhunter and Wonder Woman can 
smash their foes over the head with cars 
The strongest characters, like Superman, 
can even uproot trees to use as giant 
baseball bats! 


@ Here, Martian Manhunter is 
seen in the midst of transforming 
between forms, while Wonder 


M Woman stands guard 


Capturing the mood and excitemei 
of comic books is a huge priority for the 
team, which is why they've chosen to go 
with a realistic yet stylized presentation to 
the graphics. The characters and environ- 
ments look realistic, but are painted in 
the bright colors and somewhat simpli- 
fied level of detail that modern comics 
present. But more importantly 
than the graphical style is the 
way that Snowblind has 
chosen to approach 
the story. Inspired 
by the comics 
rather than the 
popular JLU car- 
toon, Snowblind 
5 to deliver 
an intelligent, 
action-packed 
story that feels like 
something directly 
out of the comics 
(however, the game takes 
place in a separate continuity). 
While the precise details of the plot are 
still under wraps, Snowblind promises 
that Heroes will be far more story-driven 
than their previous games. They want the 
player to feel like they're inside a comic 


se feature 


book, and everything about the game 
flows from this goal. The heroes will feel 
distinct and true to the source material, 
due to both how they play and how 
they interact with one another and the 
other characters they encounter. Story 
elements will unfold in their banter and 
in cutscenes, avoiding the long boxes of 
scrolling text found in so many role-play- 
ing games and keeping the action from 
grinding to а halt. Although we don't 
know exactly who the League will take 
on over the course of the story, players 
should expect to see roughly 10 of the 
team's biggest enemies like Brainiac, 

as well as lesser-known villains like 
Queen Bee. 

With classic characters both good and 
емі, Justice League Heroes is shaping ир 
to be a comic book fan's dream. Never: 
before has such a roster of heroes fought: 
Side by side in a game. Superman, 
Batman, Wonder Woman, Green Lantern, 
The Flash, Martian Manhunter, and 
Zatanna together equal a force that сап 
stand up to any oppressor that may 
threaten our planet. Together, they аге 
mankind's greatest defenders. Together, 
they are unbeatable. Together, they are 


THE ran OF THE NEW WORLD 
N YOUR HANDS 


ь А 7 

ы. Ж е^ n3 
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THE RING IS BACK. 


The danger is on your turf now. The Shadow Hearts series 
comes home, bringing the adventure to familiar locations like 
New York, Chicago, and Las Vegas. A shape-shifting bounty. 
hunter and other unlikely heroes are your sole allies. Your only 
hope of stopping body-snatching demons is to harness the 
power of the Judgment Ring. Make the most of new abilities 


double moves, and double combos. 


This land is your land. For now. 


www.shadowheartsnewworld.com seeD 
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2 S 1 AF = Like You, But Way Cooler! 


| THE FUTURE OF GAMING: ME! 


First of all, | want to take a second to apologize to all of you Xbox 360 owners out there. Due to 


in one hour that | crashed all of the Xbox Live servers worldwide. Also, since I'm the bestest 
Í Geometry Wars and Zuma player in the galaxy, all of your Xbox Live Arcade scores might have 
spazzed out and erased themselves out of pure humiliation. So, I'm sorry for being so rad. NOT! 
Because l'm basically the smartest guy in the industry, everyone is always asking me who will 
win the next-gen console war. The answer is simple: Whoever | want! Duh! Companies know 
that | run the most awesomest magazine ever assembled by man or cyborg, and if | decide their 
new game systems are lame-o, then they don't have a chance. So, they send me dump trucks 
full of free stuff to convince me to tell you that their system is the most rockin’, since they know 
that you all listen to me and think I'm the most awesomest dude ever. Right now I'm leaning 
towards Nintendo (they gave me this totally sweet new remote control), but | hear Sony just 
sent me an animatronic Daxter, so they have a decent chance too. Man, you're soooo lucky you 
have someone as brilliant and great as me doing your thinking for you! 


Garnadan 


Garnadan, 
Editor-in-Chief 


Your Opinions Are Stupid 


“yes,” but he immedi- 
ately wants a divorce 
and is legally entitled 
to half of your games. 


TAKE IT! 


1 have thought about it, 
and | decided that my 
career will be a game 
reviewer. Now that | 
know what to do with 
the rest of my life, will you please tell me 
how to get a job at Game Infarcer, how 
much money you make, your social secu- 
rity numbers, and what exactly a “game 
reviewer” even is? 


CALCULUS??? 


You neither asked for nor received permission to use my copy- 
righted “Overflowing Toilet" logo in your article "The True Face of 
Infinium's Phantom Console" | believe you have willfully infringed 
my rights under 17 U.S.C. Section 101 et seq. and could be liable 
for statutory damages as high as $150,000 as set forth in Section 
504(c)(2) therein. | demand that you immediately cease the 
distribution of the article in question, or | will take further legal 
action against you. 


Allen Smock 
via smocksanitation.com 


If you're going to write to us, please use real sentences 
and words. $150,000? 504(c)(2)? This is supposed to be 
a letter, not a math equation! Turn in your homework at 
school, nerdhole! 


РМ A DESPERATE LOSER 


Typhoon is totally hot. Will you ask him if he will marry me? 
Sarah Gilligan 
via yu-gi-oh-yeah.net 


Johnny Summertime 
Butte, MT 


To work in the magazine business, you need to print 
things on paper. This requires one important ingredient: 
ink. We get ink on everything, like our clothes, hands, and 
eyes. If you can get used to that, you'll know you've got 


He says "yes" if you're hot. If you're ugly, he still says what it takes. 


my extreme amounts of unbeatable awesomeness, | obtained so many Xbox Live friend requests | 


Typhoon Klinehart, 
The Forgetful Gamer 


Who am I? Where am I? You 
| want me to review games? | can't 
even remember anything about 
my past! All | know is that | was 

р orphaned at a young age when the 
dark emperor Mordamaer burned my hometown and 
killed all the villagers. Everything after that is a complete 
blank - which probably just means that nothing worth 
remembering happened. I'll just carve out a humble 
existence in an idyllic coastal town until 1 get swept up іп 
a plot to topple Mordamaer's evil empire. That's sure to 
keep my memories from flooding back in a soul-crush- 
ing moment of self-realization! 


Gargamel, 

The Bungling 
WizardGamer 0 
hate those Smurfs! However, 
since all of my potions and con- 
traptions made to capture and/or. 
turn them into gold failed, | had to 
find а new evil hobby. So, | took up the most sinister 
pastime in the world: video games. Mwa ha ha! Now, 
Azrael and | just sit in my dilapidated hovel playing 
Grand Theft Auto: San Andreas all day. | get more evil 
done before noon than | did in a whole week pursuing 
those blundering blue blockheads! 


Chaos_Forge, 

| The 1337 Gamer 

u think и have skillz? lol! ur total 
nOObcakes compared to me. i kno 
how to play ur class better than 


d u carebear. if u want to lern2play 
: call me and my budz Hemmlokk. 
and SoulGriefer we will melt ur face off so hard, even 
ur alt will cry! lol! u will be in the olympic corpse run 
marathon with all the practice и get! wts [Total Pwnage] 
pst. Have mats! 


Chad, 

The Chad Gamer 

Yo, what up, players? So, I'm 

Chad, but my friends call me 

The Chadster, Dr. Chadly M.D., 

3 or (my favorite) Chadden NFL, 
cause | love Madden Football, like, 

more Mir anything. Except the ladies, of course. But 

Madden ain't the only game that | dig on. I totally love 

all kinds of games, like Halo 2, Grand Theft Auto... 

AND MORE MADDEN! WOO! GO PATS! YEAH! 


[© connect | interview | 


YUKI 


No developer in the video game community commands as much respect as Yuki 
Kojimoto. Game Infarcer's Garnadan managed to catch up with (and subsequently tackle) 
this development legend to ask him some questions about the future of gaming. 


connect | 


» - The Beginning 
Kojimoto designs the timeless 
and revered 8-bit classic, Blocks 
N' Stuff. It sells 10 million units 
in to weeks 


- The Best 


Kojimoto attains true fame їп 
an interview with the peerless 
Kaiser of Radness, Garnadan: 
Enemy of all that is Bogus 


So, I hear that you're ready to give us exclusive [Louder] What? 

info on your super secret, super awesome new MOMU HEN?! Efl « ORO ВАЛ! 
next-generation game! 

fO 7— АЕС, SHH Ы Ағ, UIs [Storming out] Look, I'm mega important, and 
fl Cb Of£X3$7 — A0l$2 BR. 1 don't have time for this. І didn't cancel my 
interview with Miyamoto to listen to you crazy- 
talk! I’m totally telling your boss on you! 


What? 
RAB BN TNS? 
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МЭ} NINTENDO ASSURES 
77 YOU "YOU'RE 
“А. SPECIAL!” 


NEW AWARD SYSTEM REVEALED 


ith its unconventional design phi- 
losophy, the Nintendo Revolution 
becomes more surprising with every 
new announcement. The latest was 
made this month as Shigeru Miyamoto 
outlined the company's only strategy to compete with 
Xbox Live's Achievement system: gold stars printed 
out using a new Nintendo accessory, the Twinkle. 
“it plugs in to your GBA,” clarifies Miyamoto, “which 
connects to your DS, which communicates with your 
Revolution via Wi-Fi to download your achievements 
and print out your stars!” When asked which particu- 
lar accomplishments would earn the self-adhesive 
rewards, Miyamoto began pointing at objects around 
the room. “If you finish a level, you get a star. If you 
beat a game, you get a star. If you lose a life, you get 
a star. Stars everywhere, for everyone, like the night 
sky come to life!” Response to the announcement 
has been largely positive. “I think it's great!” squealed 
Nintendo fan Chuck Middleman. “Gold stars were the 
only validation | ever received in grade school. I've 
missed them so much...” That's not all; we've heard 
rumors that Nintendo will tap into even more child- 
hood nostalgia for its rewards in the future, including 
“great work" rubber stamps, racecar-shaped pencil 
sharpeners, and an extra Saltine at snack time. 


MICROSOFT CALLS FOR 


DATA FILE 


You Should Rent Hardbodies 


SONY TO OFFER CONVENIENT 
FINANCING ON PS3 
Quelling rumors that the PS3 will be impossible 


to afford, Sony has announced that it will offer 


several ways to pay for its next-gen console, W H 0 0 PS 


ТЕПСЕ тетра ері fest ARM iting a "total clusterfÉ—" in execution, Microsoft's head of marketing Peter Moore 

Closing costs can be rolled into the total рау- % 5 

тегі; but a Sony spokesman stated that gamers declared that the November 2005 Xbox 360 launch didn't count," and that the 

could get the console absolutely free if they company will be re-launching the console "for real" this fall. He had several reasons 

consented to having a small microchip installed {ог the launch debacle, which included too many current-gen ports, huge shortages (due 

in their frontal lobe. The chip will cause a invol- { k id nn laying Mano kar DS d J. Allard ER 

untary and incapacitating muscle spasms any 10 factory workers spending too much time playing Mario Kart DS), and J. Allard embezzling 
marketing money to fund his off-Broadway musical Oh, Snow Crash!. “We realized that 

there weren't enough of the 


time the gamer touches a consumer electronics 
product from a Sony competitor. Mouthguards 

crappy games that Japanese 
people like at launch,” con- 


are being offered as a pre-order bonus at most 
tinued Moore, “so we're 


specialty retailers. 

working with partners to ready 
exclusive Dynasty Warriors 
games and train simulators, 
plus some anime junk. And 
we've added even more 
value to the console with our 
new Ultra-Super Deluxe Pack, 
which includes everything 
from the Premium pack, plus 
a sweet new spoiler!” 


TRADES 
FISHER 


ADDS MEGA MAN TO 
LINEUP 


п а move that has puzzled analysts, this 
| month Ubisoft traded Sam Fisher, its star 

offensive starter and hero of the Splinter Cell 
series, to Capcom in exchange for the robotic 
blue bomber Mega Man, two servbots, and a 
robot to be named later. The Paris-based devel- 
opment club has signed Mega Man to a one- 
game contract, with a conditional option for a 
sequel. Mega Man has been benched for the 
last two seasons with Capcom due to gameplay 
injuries, though Ubisoft is expected to move 
him to its active roster almost immediately. He 
is expected to fill Fisher's former position in the 
stealth/action genre. "This arm cannon is old 
and busted,” laughed Mega Man, “I can't wait 
to ditch it for some sticky shockers. Have you 
seen how people twitch with one of those in 
their neck? It's awesome!” On the other hand, 
Fisher's role within the Capcom organization 
has yet to be determined, though a grizzled 
Fisher did express some mild apprehension: "If 
they make me some big-eyed, spikey-haired 
bastard's digital pet, тп just gonna start knifin’” 


GAME INFORMER 79 


Т. 
SONIC LAX vese | 
List Price: 


When you've got a bit 
of a "traffic jam" going 
on, you want relief fast. 


Free With Sonic Riders (either 
way, it's a bunch of crap). 


Who better to turn to than that master of speed 
and slop, Sonic the Hedgehog? Sonic-Lax sports 
a secret ingredient: DNA from Sonic himself, 
making it faster-acting than any other product 

on the market. It works so quickly, in fact, that 
you'll probably want to take it while sitting on the 
toilet, unless the people around you are wearing 


biohazard suits. 


SENNOSIDES, USI 
experts in gentle, 


dependable 
‘overnight relief 


SPARKNOTES: 
KILLER 7 


Written by Suda 51 
himself, this compre- 
hensive guide aims to 
clear up some of the 
foggier moments in last 
year's baffling Killer 7. For 
instance, Mr. 51 explains 
the bizarre ending as fol- 
lows: “For religion and 
the life of helmets: worm- 
sauce fortitude.’ Finally, 
the peace of clarity. 


120 pills 


Manufacturer: 

Suda 51 

Website: 
www.trust-the-pigeons.com 
List Price: 

$24х2)2/0) 


SPÁRKNOTES 


Killer 7 


secret access 


UNLIMITED ENABLED | 


LEGO Final 
Destination 


> STYLE 1 OR 2-PLAYER INEVITABILITY > PUBLISHER REAPER BY THE DOZEN 
> DEVELOPER TRAVELLER'S IMPALED > RELEASE HOLIDAY 


NEXT STOP: HILARITY! 


f LEGO Star Wars has taught us anything, it's that everything is 

adorable in LEGO form. Hitching a ride on the movie-licensed, 

building block-based cash wagon, the blockbuster series Final 

Destination is about to burst onto the gaming scene like an 
impaled abdomen. The gruesome deaths that are the trilogy's 
trademark will be recreated with the comical whimsy only LEGO 
can deliver. Scenes that were gut-wrenching on the silver screen, 
like valley girls baking alive in tanning beds, will instantly be trans- 
formed into comedic gold through the game's clever use of pan- 
tomime and gestures. Whether you're a teen gore fanatic, a LEGO 
enthusiast, or a young ruffian hoping to leam more about Death's 
inexorable march, LEGO Final Destination is shaping up to stab you 
in all of your vital organs when it (eventually) finds you. 


Steel Battalion 


> STYLE 1-PLAYER GIANT UNWIELDY THING > PUBLISHER CAPCOM 
> DEVELOPER PRACTICAL JOKE R&D 4 > RELEASE THE DAY YOU GET 500 BUCKS 


TRAVEL SIZED 


f you liked the thrilling mech action of Steel Battalion, but have 

longed for a portable version, then we've got good news for 

you, Capcom is bringing the giant robot simulator to the PSP, 

with its massive 40-button control intact! This new version will 
feature everything you need to play on the go, including the game, 
controller, foot pedals, PSP stand, and а special limited-edition card 
table. The entire setup will fit into a carrying case for easy travel, 
and weigh a mere 75 pounds. Capcom also announced that Steel 
Battalion DS is on the way, which will feature all of the huge periph- 
eral's buttons, dials, and doo-dads on the touch screen. 


GAMECUBE 


Mario Rodeo 


> STYLE 1-4 PLAYER SPORTS. ..OR SOMETHING > PUBLISHER NINTENDO 
> DEVELOPER SO VERY TIRED, INC > RELEASE WHENEVER 


NOT EVEN TRYING ANYMORE 


hen Nintendo announced that Mario Rodeo would be 

the next entry in their Mario sports lineup, we were 

a little confused. To get to the bottom of things, we 

contacted Nintendo spokesman A.J. Sprecher, and he 
filled us in on the company’s decision to take the plumber into 
cattle country. 

“Mario's pretty much done all the cool sports,” Sprecher 
explained. “So it was either this or NASCAR, but we're saving 
that one for next year. So, you know, you'll ride bulls. And rope 
stuff. Do some rodeo clowning, too, | guess. Junk like that” When 
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we asked what crazy plot Bowser cooked up to get Mario to 

the rodeo, Sprecher explained with a yawn, “You know, Bowser, 
umm... brought Peach to the rodeo, so Mario has to, like win it to 
get her back. Look, 1 don't know, you just play these minigames, 


Pe JX d Xo. qu 


all right?" We pressed further to try to get some more details, but 
Sprecher just angrily answered, "Look kid, it's got Mario in it, okay? 
Just buy the damn game. It's for the GameCube, what other 
choices do you have?" 


We Play Games Because Тһе Corporate 


World Would Eat Us Alive 


PLAYSTATION 2 


ICO 2: Even Hornier! 


> STYLE 1-PLAYER NERD-GAME > PUBLISHER SONY CLASSIC PICTURES GAMES 


> DEVELOPER ART & THINK > RELEASE DUNNO AND DON'T CARE 


> ESRB BORING 


| TOTALLY DON'T GET THIS 


ude, what the crap is this noise? The Chadster does 
NOT wanna play holdyhands with some weird chick 
who doesn't speak American when he could be gettin’ 
down with some broads in Vice City! This is like, some 
chick game or something. There's not even any guns or nothing! 
You just, like, climb stuff and junk. You know what would be crazy 


sweet? If Brian Urlacher came running over those stupid misty 
hills and tackled this nerdy kid and knocked him on his stupid 
face. Dude, one time, Steve Reiser totally dared me to knock 
down some nerd with an armload of books, and | so did it, and 


his books went flying everywhere! It was awesome! But then, like 


five years later, | got a job at Radio Shack, and that nerd was like 
the manager. But that's all right, ‘cause I'm totally on unemploy- 
ment now, which gives me tons of time to play Madden! Whoo! 


Go Chad! —CHAD 


connect | 


| SHOULD BE IN 
THE NEXT 


BY THE DUDE FROM GEIST 


BOTTOM 
LINE | 


> Concept: So, like, | don't 
even know what I'm supposed 
to do in this game. What team 
does this guy play for? The Boise 
Wieners? 


> Graphics: This don't look 
right. There aren't even any ads 
in the game. It doesn't make 


| me want to go to Burger King or 


Gatorade at all! 


> Sound: They don't talk right, 
and Dr. Chad don't read when 
Dr. Chad doesn't have to! 


> Playability: | think it's broken. 


| Lcan't kill this chick and take 


her money! 


| > Entertainment: This is kinda 
| like watching a foreign movie - 


only brainiacs and art freaks will 
even want to 


? Replay Value: Like, none 


This game makes me more 
irate than opening those 
confounded exploding pack- 
ages from that buffoon, 
Jokey Smurf! There are no. 
opportunities for dastardly 
deeds whatsoever! Why is 
the young hero assisting that 
tagalong waif? He should be 
injecting her with explode-o- 
potion, or saddling her with 
some kind of cannon that 
only shoots at blue things. 
This despicable ninny-simu- 
lator could only have been 
created by those dratted 
Smurfs and their saccharine 
pacifist coddling. Curse you, 
Papa Smurf! 1 will have my 
revenge!—GARGAMEL 


BOTTOM | £ M Y | 
une 0.00.) | 


> Concept: 1001! 

> Graphics: <— hawt 

> Sound: if u duel me, u prolly 
hear urself begging 4 rez 


> Playability: uber hard if 

ur pvping w/ me or my budz 
Hemmlokk and SoulGriefer 

> Entertainment: Do u «3 get- 
ting pwned? 


> Replay Value: BoP 


Second Opinion | 


{| momentarily used this. 
game to distract me from 
the inevitable task of regain- 
ing my memories, but | 


PC | MICROWAVE 


World of WarKraft 


> STYLE MASSIVELY MULTIPLAYER INTERACTIVE FOOD PRODUCT 
> PUBLISHER KRAFT FOODS, INC. > DEVELOPER MODERATE SNOWFALL 


ENTERTAINMENT > RELEASE 27TH, IIRC > ESRB OMG 


was soon overwhelmed by 
confusion. Someone named 
Hemmlokk kept insisting that 
{ follow him to “Gank Town,” 
but! am unfamiliar with 

that village. The only home! 
have ever know was reduced 
to ashes by Mordamaer, 


>< 


th is this? its like they took a normal ММО, then 

replaced all teh drops, skills, and zones w/ Kraft 

products. its still fun, tho. i roll a Stove Top Shaman, 

and its teh hotsex IMO. btw, farming w/ teh gimpy 
Velveetamancer class ftl. i <3 teh new zones, like teh end-game 
instance MC (Melted Cheddar). It has some fatty lootz, but it has 
KoS mobs that aggro from, like, the АН. i wuz kiting a Slavering 
Glutton in MC 1 time and i got a 7k crit w/ my Butter Shock. then 
SoulGriefer forked it from behind. teh mob wuz like О RLY? and 
then Hemmlokk's Searing Oil proc'd and did another 7k. YA RLY, 
beotch. ROFL! All teh Kraft stuff in this game is uber weak, but i dont 
care what teh game is about as long as i can twink and own nOObs. 
i don't pay attention to ads, anyway. only adds. anyway, mungry IRL, 
i'ma make some shells n' cheese. /afk.—CHAOS FORGE 


though even my recollec- 
tion of that harrowing event 
is vague. Come to think of 

it, I hope that | wasn't an 
elite soldier in Mordamaer's 
personal guard who burned 
and massacred my own 
home town. Nawy, that kind 
of improbable mental bag- 
gage would turn anyone into 
an emotional cripple, and 
I'm fine. Except for those 
blackouts and night terrors. 

1 know! Ill go ask my child- 
hood love interest who mys- 
teriously survived, Nella! If 
anyone can put my mind at 
ease, it's her. —TYPHOON 


he gaming industry is a cold, 
heartless black hole. One min- 
ute you have corporate yes- 
men telling you you're going 
to take down Master Chief 
and save a dying console, 
and the next you're possessing dog food 
bowls on a street corner for nickels. Now, 
| realize that | didn't live up to everyone's 
expectations, but I'm writing this final 
appeal to Nintendo to give me one last 
chance. For the love of all that’s holy, at 
least put me in the next Smash Brothers 
game. Please. 
| don't have any delusions of grandeur; 
I'm not an A-list property. Then again, 
Smash Brothers isn’t exactly the most 
exclusive club on the block. For Pete's 
sake, they let Marth into the last entry. 
Who the hell even knows who Marth is? 
And you can't tell me that | don't have 
what it takes to beat the crap out of the 
Ice Climbers. Seriously, just because I 
spent a little bit of time haunting file cabi- 
nets and dinner plates doesn't mean that 
І need to shuffled off into video game 
oblivion, right? Right? ШШШ 
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Winner, Best RPG of ЕЗ 


— Game Critics Award, GameSpot, IGN, GameSpy, 
Xbox Evolved, Console Gold, Daily Game, Games Domain 


“Oblivion is, at this time, the best-looking 
game I have ever seen in my life." 


= Xbox.com —~ 


“The biggest title for the Xbox 360m, 
and the one I'm most looking forward to." 


- GamePro Magazine 


“One look at Oblivion will shatter your, 
conceptions about what is possible ina 
video game." 


- Gamelnformer 


Visit www.estb.org ; ; 4 à п в 
for updated rating BETHESDA 
ы XBOX X Ep a ZeniMax Media company 


ОА журд» ж О» ду» д Ое д 4 


The Elder Scrolis 2 Ц ji y ivion, OĐlivi ame Stu с 
rks or trademarks of Micros 


UNLIMITED ENABLED | 


XBOX 360 | PLAYSTATION 3 | PC 


Crysis 


> STYLE 1-PLAYER ACTION (MULTIPLAYER TBA), 
> PUBLISHER ELECTRONIC ARTS.» DEVELOPER CRYTEK 7% 
> RELEASE TBA 


fter the release of the original 
Far Cry for the PC in 2004, it 
became clear that German 
developer Crytek was destined 
for big things. Fueled by the power- 
ful CryEngine, Far Cry instantly earned 
Crytek a reputation as a developer that 
pushed game visuals to new heights. Not 
surprisingly, mega-publisher Electronic 
Arts offered the developer a deal, and 
the results of that partnership is Crysis. A 
gorgeous sci-fi first-person shooter set for 
multiple next-gen consoles, Crysis further 
cements Crytek's place as one of today's 
most talented studios. 

The conflict in Crysis begins when 
an alien spacecraft crashes on a tropi- 
cal island and starts emitting a strange 
energy field. Both the U.S. and North 
Korea rush to the scene, to discover that 
the field is expanding, plunging eve 
thing within it into sub-zero temperatures. 
The aliens, it seems, can only survive in 
the extreme cold, and are trying to make 
our planet habitable for their species. But 
before you can stop their plan, you've got 
to deal with a human enemy. 

The challenges that players will face in 
Crysis will change greatly over the course 
of the adventure. In the first section, you'll 
be facing off against the North Korean 
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military, as the two armies vie to capture á 
the otherworldly technology. But once күчеше 
я : р soldier, tam not Sean 
you enter the alien energy field, you're Connery and this is 
tasked with entirely new struggles. You not the Red October!" 
can't survive the deadly cold without an 
advanced survival suit, and you'll battle 
with an extraterrestrial species that is 
none too happy to see you. Fortunately, 
you'll be able to capture some of their 
technology, including a freezing ray and 
a gun that pulls moisture out of the air to 
create deadly ice shard projectiles. 
EA and Crytek aren't letting much 
more info on Crysis’ gameplay slip out 
just yet, but we do know a bit about 
the powerful technology that will drive 
it. The CryEngine supports massive 
destructability, so not only will you 
be able to blow up any structure you 
see, trees and bushes will also get 
shredded during firefights. Pretty much 
every graphical buzzword you've ever 
heard is being used as well, and the 
results speak for themselves. These 
screenshots guarantee that Crysis is going 
to be a gorgeous game, and the story is 
interesting as well. If the gameplay turns 
out to be similarly impressive, Crysis 
could end up being one of the great new 
shooter franchises. Wi IBI Il 


Inside the alien energy 
field, both the look and 
gameplay of Crysis will 
change significantly 


5% previews 


Like Far Cry, Crysis'will feature some > Military asset or backwoods 
3 ofthe most impressive foliage around / still? You decide j 


а aus 


Despite the typical 
* military.look of some 
shots, Crysis is defi- 
nitely a science fiction 
tale at its core 


Much of Crysis’ - 
technology is based 
on the U.S. military's 
real projections on the 
future of warfare 
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PLAYSTATION 2 | XBOX | PC 


Scarface: The World 15 Yours 


> STYLE 1-PLAYER ACTION/RACING > PUBLISHER VIVENDI UNIVERSAL GAMES > DEVELOPER RADICAL ENTERTAINMENT > RELEASE FALL 


REBUILDING THE EMPIRE 


carface has been in development for 

a long time, and experienced several 

delays in release date. However, far 

from being a sign of a troubled title, 
executive producer Peter Wanat sees the 
delays as a huge positive for this high-profile 
open world game. 

“[Vivendi] as a company gave the game 
the time it needed to be great,” comments 
Wanat. “The executives agreed with the 
game makers that open-world games can 
not be rushed out to make Christmas or 
the company fiscal year that happens to 
end in March, regardless of quality level. It 
sounds so simple - but how many times 
have players said to themselves, 
‘Ah, man, this game doesn't 
even feel finished! There 
are other open-world 
games making exactly 
this mistake right 
now...and their qual- 
ity level is obviously 
suffering for it" 

With this extra time, 
Radical Entertainment 
has revamped almost 
every aspect of the 
game, from the graphics 
to creating a new random 
mission generator, in addi- 
tion to both subtle and noticeable 
tweaks to the base gameplay mechanics 
like driving, vehicle physics, targeting, and 
character movement. The hope for Wanat 
and the team is that Scarface will "capture 
the authentic vibe of Tony Montana...it was 
critical for us to bring a true Scarface experi- 
ence to the player at home.” 

As previously reported, the game begins 
at the end of the film, and imagines an alter- 
nate reality where Tony survives the attack 
and eventually rebuilds his empire. Although 
Al Pacino is not doing voiceovers, he has 
been giving feedback to the team and even 
handpicked the actor that plays Tony himself. 
Along with a script written by respected 
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Hollywood scribe David McKenna (Blow, 
American History X), it looks as though The 
World is Yours has the opportunity to be a 
licensed game that really lives up to the origi- 
nal source material. 

Wanat admits there are some similarities to 
Rockstar's Grand Theft Auto. “Тһе СТА series 
is amazing. ..if you are making ап open- 
world game these days, you would hope the 
developers would have the sense to look 
at GTA rather than, say, Driv3r,” observes 
Wanat. However, the key difference is the 
fact that you will experience the story arc 
from the perspective of a kingpin rather than 

a street soldier. 
' rough a negotiation 
mechanic and contextual 
dialogue, you'll gradually 
rebuild Tony's respect 
on the streets by 
buying and sell- 

ing larger and 

larger amounts 

of narcotics. The 

game world and 


= 


9 Starting off robbing cars, 
you'll later be able to call for 
a private plane 


characters will change based on your status, 
completely altering the experience. For 
example, at first you might have to steal a 
car for transport, but by the end, you'll 
simply call on your paid driver to pick 
you up іп a sports car from your fleet. 
Your wealth and power will continue to 
expand as you purchase items in the 
game's Exotics Catalogue, which sells 
everything from over 11 power boats to 
airplanes to "hirelings" like drivers, enforc- 
ers, and assassins (which become alternate 
playable characters in their own right). Of 
course, new cars and toys all help boost your 
reputation. In addition, you'll also be able 

to buy less functional items like jewelry and 
decorative "themes" for your mansion. 

While it might be too early to crown Tony 
Montana the new king of the streets, it's clear 
that this game aims to be more than just 
another GTA clone. With a release date set 
for sometime this fall, Radical should have 
more than enough time to craft Scarface: The 
World is Yours into a game that lives up to 
the legend of its license. IB IN IBI 


и 


Given the beachfront 
| setting, boats will play a 
large role in Scarface 


3 In keeping with the film, 
we can expect tons of explicit 
content and violence 


ТОМ CLANCY'S 


Rainbow Six 
CRITICAL HOUR 


UBISOFT RED STORM/UBISOFT MARCH 


Tom Clancy's Rainbow Six Critical Hour 


is the , in every sense 
- the most from one 
of the most popular gaming series of 

. Rainbow Six? actually the 
tactical-shooter genre, and it still stands 
today as the best of realism and 


gameplay available. Rainbow Six Critical 
Hour brings the 

with state-of-the-art graphics 
and classic, maps and 


ба : missions - all at an unbeatable price of 
Ocation: Uu i 
ре . It's the perfect entry into the 
Origin: Ra series for newcomers and a 
for any true fan. 
Mission: 
еи 


Operation Zero Gambit 


Date: Ма 
Location: | 
Origin: Rai 


Missions 


MOVE TO 


n 1998, a revolutionary new 
ke came to gaming in the 
form of reality-driven, team-based 
Rainbow Six. Pioneering the 
realism we've come to refer to as 
“One Shot, One Kill,” Rainbow Six 
put you in charge of the world’s 
most elite anti-terrorism squad, 
Team Rainbow. Founded by 
counter-terrorism expert John Clark, 
Rainbow is the world's last defense 
against 
freedom's most 
dangerous 
enemies. With 
its emphasis on 
close-quarters 
combat and deadly authenticity, 
the Rainbow Six series has 
redefined video game realism. 

Rainbow Six Critical Hour takes 
place on the occasion of founder 
Clark's retirement, and offers both 
die-hard fans and those new to the 
series a chance to experience the 
greatest moments from the series. 
You'll infiltrate the terrorists’ 
biological warfare labs in the 
mission codenamed Fire Walk. 
You'll breach enemy security to 
save hostages in the mission 
codenamed Razor Ice, from the 
original Rainbow Six. Rainbow Six 
Critical Hour lets you play through 
the very best single-player missions 
in series history. 

Best of all, Rainbow Six Critical 
Hour brings today's technology 
and action to those amazing 
Rainbow Six missions. Veterans of 


Operation 


Rainbow Six will thrill to experi- Aztec Palace 


ence levels like The Canals of Па: 

2 É SON Location: 
Venice with all-new lighting and Origin: 
intense new Al. And if you are new 
to the series, this is your chance 
to play the best of the best and Mission: 
get a taste of what Rainbow Six is 
all about. 

Beyond thrilling single-player 

missions, the Rainbow Six series 

is known for its unbeatable 
multiplayer gameplay. 
Rainbow Six Critical наны | 
Hour ups the 
multiplayer ante with : 
superior gameplay RE 


modes including 
Persistent Elite Creation™ 
mode on the Xbox® video 
game and entertainment 
system from Microsoft. 
The Xbox version also 
boasts the new Assassin [ 
and Free-for-All modes — 
even more intense 
multiplayer gameplay 
modes, and your chance 
to revisit some of the 
finest multiplayer game 
maps in the business. 

This is Rainbow Six at 

its finest. No matter how you look 
at it and no matter which system 
you're playing on, Rainbow Six 
Critical Hour brings it all, and brings 
it hard. This is the tactical action 
that put Rainbow Six on top – an 
all-in-one, incredible gameplay 
experience, and at a price that's 
almost too good to be true. 


Date: 
Location: 
Origin: R 


Mission: 


THE BEST OF THE BEST — ONLINE! 


Operation 
Infinite Seven 
Date: Rainbow Six Critical Hour combines the best maps of the past and present with 
Location: a dizzying array of multiplayer game types. The 7 classic maps were chosen 
Origin: by the fans and have proved to be some of the most intense multiplayer 
experiences on any system. 
Missions CO-OPERATIVE PLAY P.E.C. MODE - Xbox Only 


Up to four players can join in for any 
ofthe single-player missions or play 
the addicting Terrorist Hunt. 


The class-based multiplayer of P.E.C. 
(Persistent Elite Creation) mode is back 
with all new maps,skills, and player 
levels. Each of the four character classes 
(Commando, Combat Medic, Spec Op, 
and Engineer) has added a new skill 

to really up the intensity level online. 
And with Rainbow Six Critical Hour you 
can take your P.E.C. characters all the 
way up to the 60th level. 


VARIETY OF GAME TYPES 

The Xbox version comes with, 
Total Conquest, Retrieval, Team 
Sharpshooter, Team Survival, 
Free-for-All Survivor, Free-for-All 
Sharpshooter, and Assassin. 


MATURE 17+ 


© 2006 Ubisoft Entertainment. All Rights Reserved. Persistent Elite Creation, Ubisoft, the 
Ubisoft logo, Ubi.com, and the Soldier Icon are trademarks of Ubisoft Entertainment in the U.S. 
and/or other countries. Rainbow Six, Rainbow Six Critical Hour, Rogue Spear, Urban Operations, 
Rainbow Six Lockdown, Red Storm, and the Red Storm logo are trademarks of Red Storm 
Entertainment in the U.S. and/or other countries. Red Storm Entertainment, Inc. is a Ubisoft 
Entertainment company. Microsoft, Xbox, Xbox Live, the Live logo and the Xbox logos are either 
registered trademarks or trademarks of Microsoft Corporation in the United States and/or in 
other countries and are used under license from Microsoft. 


Blood 
Language 
Violence 


Honk your horn at another driver to 
set up a race, and then the fun begins 


[UNLIMITED ENABLED | ENABLED. 


XBOX 360 


Test Drive Unlimited 


> STYLE 1-PLAYER RACING (UP TO 8-PLAYER VIA XBOX LIVE) > PUBLISHER ATARI > DEVELOPER EDEN STUD 


> RELEASE JUNE 20 


GET IN THE DRIVER’S SEAT 


f we were to offer our readers a contest in 
which they could win a mansion in Hawaii 
stocked with a full wardrobe of fashionable 
clothes and a garage housing multiple high- 
end sports cars, we'd certainly be flooded with 
entries. There are few people who wouldn't be 
attracted to at least one part of that scenario. Well, 
we unfortunately can't offer that contest, but Atari 
has got a game on the way that will make this 
fantasy seem like a reality. Test Drive Unlimited 
isn't just about cars, it's also about the lifestyle. 
Many racing games have claimed to be about 
the culture of cars, but Test Drive Unlimited is 
tackling this concept in a different way. Melding 
Gran Turismo's accurate recreations of high-end 
sports cars with the open world and lifestyle 
aspects of street racers, Unlimited is poised to 
carve out a unique place in the Xbox 560/5 roster 
of driving games. Players will create their own 
characters and hit the streets of an accurate rec- 
reation of the island of Oahu, earning money to 
buy new cars, houses, clothes, and more. Bigger 
houses will have bigger garages that hold more 
cars, and you'll be able to outfit your character 
with real clothes from designers like Marc Ecko, 
Ben Sherman, and more. You may even be able 
to purchase recognizable works of art to hang in 
your house. 
Of course, driving is at the center of the game, 
and Test Drive Unlimited definitely has some 
slick new features under the hood. While you 
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can simply drive around the game world's 1,600 
miles of road to your heart's content, the real 
thrill is in the race. Virtual racers will populate the 
world for you to challenge and wager with, but 
racing against real opponents is what the game 
is all about. Whenever you're connected to Xbo 
Live, you'll see other online racers speeding 
around your single-player game world. You never 
need to pop out to an online menu to race a 
human opponent — at any given time, you can 
see up to eight online racers in your game world, 
and you can create your own race routes and 
rewards. You can set cash prizes, or even wager 
one of your cars. You'll also be able to jump. 
straight to an event, search for races by various 
parameters, join car clubs, test out cars from 
dealers, hear live satellite radio in your car, a 
much, much more. 

Each of the over 125 vehicles has been accu- 
rately recreated down to the smallest detail. 
Every car's interior, engine sounds, and perfor- 
mance is based on manufacturer specifications, 
and lust-worthy rides from companies like Audi, 
Lamborghini, and Mercedes Benz are included. 
Even Ferrari has lent rides to the game, and there 
are also an admirable amount of motorcycles 
from brands like Kawasaki and Ducati. In short, 
there are vehicles for every type of driver. Of 
course, the real thrill about your ride is showing 
off what you can do with it. ва а 
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BIKER GEAR 


ARACTER 


ODIFY — 
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m You can create your own custom character, 
whether it's a sexy girl or a young Bill Paxton 


cum TF “en. 
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"ае lace «m TURN оок  OENTER 


Every car features a fully-modeled interior 


that's accurate to the real car 


E " 
22% previews 
Several live satellite radio stations will be 
available in your car, including the BBC 


ROOKIE | $100,000,000 
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YOU HAVE WHAT ІТ 


CMS 
um 


COMMAND A WIDE RANGE OF SQUADS i UTILIZE REAL-WORLD COMBAT TACTICS 8 UNIQUE MULTIPLAYER LEVELS/MODES 
US Light Infantry, US Special Forces, -.. Outthink, Outmaneuver, Outgun Enemies Through Co-op and Coalition Vs. Opposition Forces 
Multi-National Coalition Forces Over 12 Levels of Intense Combat 


WWW.FULLSPECTRUMWARRIOR.COM 


PlayStation.2 


© 2006 Pandemic Studios, LLC. All Rights Reserved. Pandemic ®, the Pandemic logo (9 and Full Spectrum Warrior” are trademarks and/or registered trademarks of Pandemic Studios, LLC and are reproduced under license only. Exclusively licensed by THQ Inc. THQ and the THQ logo. 
"PlayStation" and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Online play requires internet connection and Memory Card (BMB) (for PlayStation 2) (each sold separately). The Online icon is a trademark of Sony Computer Entertainment America Inc. . 
GeForce and ‘The Way It's Meant to be Played" Logo are registered trademarks and/or trademarks of NVIDIA Corporation in the United States and other countries, 


Blood and Gore 


Strong Language 
Violence 
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STRIKE FROM ANY POSITION CALL IN THE CAVALRY | PREC ON FIRE 


Position sniper teams ör split squads into buddy teams Control mechanized units like Bradley Tanks Ti е 1 soldiers to snipe 
and armored Humvees, or call in air-strikes enemies, lay down suppressive fire, or laser 
COMING SOON. on enemy positions sight targets for air-strikes 
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ХВОХ 360 


Saint's Row 


> STYLE 1-PLAYER ACTION (MULTIPLAYER TBA) > PUBLISHER THQ > DEVELOPER VOLITION 


> RELEASE SEPTEMBER 2006 


POLISH TAKES TIME 


€ have the sad duty to report 

that the wait for Saint's Row 

must continue. Now believed to 

be headed for fall, Saint's Row 
has moved several months beyond THQ's 
original plans to have the title out during the 
launch window of the 360. Delays aren't 
always a bad sign, however. Sometimes, 
the most committed developers are will- 
ing to take the extra time to get things just 
right. That's certainly the implied sentiment 
of Jacques Hennequet, lead producer on 
Saint's Row. We recently got his thoughts on 
the project, and a status update on this, one 
of the most highly anticipated games sched- 
uled for Microsoft's new baby. 

"Saint's Row is far more open-ended than 
our direct competitors. Our city is open from 
the get-go and players are free to explore 
as much or as little as they want from the 
very beginning of the game," Hennequet 
told us when we asked how his game dif- 
fers from the popular GTA series. "We are 
the very first open-world game that gives 
the player complete freedom to create his 
character however he or she wishes.’ A 
big part of this element refers to the wide 
open character creator that Volition has built 
into the game. "Our character creation kit is 
really extensive. There are too many options 
to list, but to give you an idea, we have 
12 sliders just to control the way your ears 
look" Hennequet explained. "Our character 
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customization (clothes, bling, tattoos) is also 
incredibly deep, and it does have an impact 
on gameplay, as each element acts as a 
multiplier to the amount of respect you earn 
when you perform activities.” 

Apparently, a major focus of play will be 
the open-ended activities. “Activities are the 
quickest way to earn respect and money 
in Saint's Row,” says Hennequet. "They 
are available to you immediately after you 
complete the tutorial and remain available 
all the time. The respect you earn allows 
you to unlock missions, which in turn earn 
you territory" The city you'll act out these 
activities in is more focused on lots of action 
per square block, rather than being gigantic 
just for the sake of size. Hennequet predicts 
players should be engrossed for a good 25 
hours before completion. 

Strangely, the lead producer was hesitant 
to provide extensive info on the multiplayer 
portion of the game. However, earlier visits 
to the developer revealed a number of 
exciting modes. Unless dramatic changes 
have been made, the team originally 
planned to implement both cooperative 
missions as well as competitive group 
games, all available for online play over 
Xbox Live. Modes like Protect the Pimp, 

Big Ass Chains, and Blinged-Out Ride all 
promised to be hilarious, but we'll have to 
wait and see whether those features make 
the final cut. 


Those guys he's shooting? 
They're not really far way. 
They're just really small 


PLAYER CREATION 


“Ш] orses 


1% ZOOMROTATE 
Every player's character сап be © BACK 
different, thanks to the insanely 
detailed character creator 


While Hennequet was unwilling to com- 
ment on the possibility, the new time 
frame for the game's launch does make 
us wonder about a possible move to other 
Systems, namely a certain new Sony prod- 
uct that may be releasing around that time. 


HEAD 


nam 


© SELECT Ф RANDOMIZE 


START GAME 


Whatever systems it eventually arrives on, 
Saint's Row has a lot of cool features to look 
forward to. Hennequet assures us the wait 
is worthwhile. “I just can't wait for people 

to try the game, period. It won't be too 

long now” ii mi 


E Gangsta-style biathlon is 
E Real time shadows will is іп contention as a sport for 
shift as the day passes the next summer olympics. 


m You'll have to seize and 
control strongholds through- 
out the world 
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UNLIMITED ENABLED 


XBOX 360 


Chromehounds 


> STYLE 1-PLAYER ACTION (UP TO 12-PLAYER VIA XBOX LIVE) > PUBLISHER SEGA > DEVELOPER FROMSOFTWARE 


> RELEASE SPRING 


MECH MADNESS 


o date, the Xbox 560 has proven to 

be about as popular in Japan as the 

staff of Game Informer at a nude 

beach. While no amount of sit-ups 
can help our saggy selves, there is hope for 
the 360, as more and more Japanese-devel- 
oped titles for the system are coming to life. 
Chromehounds is one such title that we've 
been following for some time now, and it 
looks like it has the potential to be a nice 
little addition to the library of Eastern games 
for the system. 

Although it has its roots in Japan, 
Chromehounds will be instantly familiar to 
fans of an Xbox franchise developed here 
in the States, namely MechAssault. Like that 


series, Chromehounds centers on mech 
combat, and is being billed as a primarily 
online experience. Players will be able to 
form clans with up to 20 members, and 
take on other teams in groups of up to 
six. What separates Chromehounds from 
MechAssault is that one player assumes 
the role of Tactics Commander and issues 
orders to the others on his or her team. 
Only the Tactics Commander's map displays 
the entire combat zone, and therefore all of 
the enemies. Thus, the Tactics Commander 
must issue orders via voice chat to ensure 
that the team functions well together and 
isn't blindly searching for foes. 

While Chromehounds offers a huge 


8 wal 


ested Japanese gamers to the Xbox 360? 
Certainly, each Japanese game that comes 
to the system will help, especially when 
they feature a unique twist on the classic 
mech formula. Bi 8 81 


variety of premade mechs (or HOUNDS, 
as they are called in the game), you aren't 
limited to those models. You can actually 
create your own robot from a massive 
selection of different parts. During a visit 
to developer FromSoftware's Japanese 
headquarters, general manager Toshifumi 
Nabeshima stated that he wants 
this feature to function like a virtual 
LEGO set. You'll be able to build 
pretty much whatever you want, but 
will have to consider restric- 
tions like weight and 

Size to create something 
functional. Nabeshima 

also stated that they may make additional 
building materials available via the Xbox Live 
Marketplace. 

With its online-focused play, six unique 
roles for squad members (Scout, Heavy 
Gunner, Sniper, Assault, Defender, and 
Commander), and Cold War-influenced 
storyline about three warring nations, 
Chromehounds certainly has a lot of inter- 
esting aspects. But will it — or any title, for 
that matter — be enough to draw disinter- 
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Yakuza's world is a living” 
breathing place that accurately 
captures the vibe of Tokyo 


UNLIMITED ENABLED. 
PLAYSTATION 2 


Yakuza 


Cinematic presentation is a huge part of Yakuza 


т 


> STYLE 1-PLAYER ACTION > PUBLISHER SEGA > DEVELOPER SEGA > RELEASE SUMMER 


THE JAPANESE MAFIA HEADS WEST 


hose who keep an eye on the Japanese gaming 
world have probably already heard about Ryu Ga 
Gotoku, the hit action title from Sega. A critical and 
commercial success in its native land, the big-budget 
adventure is coming Stateside under a name that easily 
describes its Japanese underworld setting: Yakuza. 
The Yakuza, for those who aren't up on their criminal 
organizations, is the Japanese version of the mafia, and 
the largest organized crime syndicate in the world. Yakuza 
puts players in the role of Kiryu Kazuma, a former Yakuza 
star who is released from prison after serving 10 years for 
a murder he didn't commit. Out for revenge in a sprawl- 
ing, open-world version of Tokyo, Kazuma must dive back 
into the underworld to get to the bottom of a complex web 


739km/h 


ETNO 


of mysteries. 

Since the Yakuza isn't as 
familiar to American gamers 
as, say, the Italian mafia, we 
spoke with producer Toshihiro 
Nagoshi to get his thoughts 
on how this title will translate 
to Western audiences. "We 
have intentionally made the 
game accessible for all gamers, 
but within the storyline and 
environments as well. Really, 
anyone can pick up and play without prior knowledge of 
the Yakuza, as the game actually becomes the educational 

tool that introduces the player to Japan's 
underground society," says Nagoshi. “А game 


should contain the three important elements: 


A rich adventure, compelling battles, and 
beautiful cinematic scenes. | believe that as 
long as these three elements are included, 
such games will be accepted in any country 
across the globe" Considering that Yakuza 
uses the open-world template of ultra-popu- 
lar titles like the Grand Theft Auto series, its 
gameplay could possibly transcend both bor- 
ders and culture. 

While Yakuza has some similarities to GTA, 
it also has several features that set it apart. 
Like in a role-playing game, Kazuma will gain 
experience points that will translate into new 


Yes, in this game, you 
do get to hit some balls. 


Many objects in the 
environment can be 
used as weapons 


Minigames like this skill crane 
populate the world, but will they be as 
much of a ripoff as the real thing? 


moves, skills, and more hit points. Also like an RPG, when 
the player encounters an enemy in the world, it will load 
into a fight. The combat is where Yazuka really sets itself 
apart. Kazuma is armed with quick and strong attacks, as 
well as guard and dodge functions. This combat system 
was designed to let players take on large amounts of foes 
at once, and has been widely compared to a 3D version of 
Streets of Rage. 

There are a lot of reasons to be excited about Yakuza. 
Not only does brawler-style gameplay in an open-world set- 
ting appeal to us, but the story is quite compelling as well. 
Nagoshi crafted the plot along with famed Japanese novelist 
Seishu Hase, and apparently it branches out based on the 
player's actions. “Yakuza allows players to create their own 
variations in the plot to advance in the story,” says Nagoshi. 
"It allows gamers to get deeply immersed into its highly 
unique story” For us, these reasons are enough to dive into 
the seedy Japanese underworld. Bi 88 Il 
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ш Yakuza's fighting engine is as deep 
as what you find in most brawlers 


E "Soo... you come here 
often? What's your sign?" 
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Lara Croft Tomb 
Raider: | egend 


> STYLE 1-PLAYER ACTION > PUBLISHER EIDOS > DEVELOPER CRYSTAL DYNAMICS 
> RELEASE APRIL 11 (PLAYSTATION 2, XBOX, PC), XBOX 360 AND PSP TBA 


RETURN TO GREATNESS? 


еї< be honest. Everyone counts the 
new Tomb Raider game as a real wild- 
card. It's no secret that Lara's gaming 
stardom has faded over the years. 
Despite this, we've been hearing promises for 
some time now about how Legend will be a 
brand new start for the once-beloved heroine. 
Until now, we've been hesitant to truly join in 
the enthusiasm. Lara has burned us before. 
However, this month we were offered the 
chance to actually play several hours of Tomb 
Raider: Legend. Quite simply, it's a game that 
has the potential to be remarkable. 
There's an interesting trade-off we've 
seen over the years. The first Tomb Raider 
undoubtedly counts among its influences 
the platform jumping of the original Prince of 
Persia. In turn, the new Prince of Persia had 
much in common with Lara's early games, 
but had advanced to a much friendlier 
control scheme. Now, the circle continues 
as Tomb Raider handles in many ways like 
the most recent Prince games. It's a great 
fit. It's hard to explain until you actually feel 
the controls and how differently Lara moves 
in her new incarnation. No grid governs the 
world that players navigate. Platforming feels 
totally natural, as an intuitive control scheme 


TOKYO 

Lara's adventure continues when she 
attends an upscale party in the teem- 
ing metropolis of Tokyo. While the level 
opens with Lara prowling the scene in a 
slinky evening dress, it doesn't take long 


has you flipping and clambering along cliffs 
and statues. 

There's much more than a new control 
scheme in Legend to look forward to. Puzzles 
are often organic to the environment — solu- 
tions are based on object physics and chang- 
ing cues within the world. Combat has also 
seen a facelift — fast-paced acrobatic gunplay 
rules the day. Vehicle sections also offer a 
change of pace. Finally, dramatic interactive 
cutscenes demand quick button presses as 
Lara narrowly avoids environmental hazards. 

The new gameplay elements have the 
added bonus of playing out amid gorgeous 
backdrops. Even on PS2, the great visuals 
are helped along by widescreen and progres- 
sive scan support, and there are definitely 
moments where players will simply stop 
and stare, 

One final hurdle remains. A number of 
technical glitches were still abundant in the 
version we played this month. With release 
only a few weeks away, the development 
team has their work cut out for them fixing 
some noticeable collision bugs and smooth- 


ing out the cutscenes. With that said, we can't 


wait to see how the final build turns out. It's 
on track to surprise a lot of people. Bi Bi IBI 
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for things to devolve into violence. Yakuza 
gunmen attack and Lara is forced onto the 


precarious scaffolding outside the high rise. 


100 GAME INFORMER 


Every chapter of the game feels like an extended movie scene. 
Think of a film where you've seen a fight, followed by a car chase, 
followed by a flashback, followed by a startling discovery. This is 
the sort of arc that every level of Legend seems to take. 


BOLIVIA 

The game opens on a ragged cliffside 
overhanging the vast Bolivian rain 
forest. Lara hangs precariously from the 
rocks as you pull her to the dubious safety. 
of a forgotten temple atop the rocks. 


THE FLASHBACK 


In a run-down and dilapidated foreign 
town, Lara meets up with a childhood 
friend and is ambushed by mercenaries. 
Following a pitched street battle, Lara 
commandeers a motorcycle and battles 
her way to an old excavation site. What 
follows is a flashback to the first time Lara 
visited the site, and then her descent into 
a dramatically different dig in present time. 


E Tag team matches let 
you become a sex object 
alongside a friend 


XBOX 360 


Rumble Roses XX 


> STYLE 1 TO 4-PLAYER FIGHTING (UP TO 4-PLAYER МА XBOX LIVE) > PUBLISHER KONAMI Ww 
> DEVELOPER KONAMI/YUKE'S ENTERTAINMENT > RELEASE MARCH 28 


BREAST IN SHOW 


ell, it's official. Rumble 
Roses XX is even more 
raunchy than you thought it 
was. We too were surprised 


that such a thing might be possible. 
However, after some extensive hands- 
on playtime, the overabundance of 
nearly-naked grapplers had us embar- 
rassed to even call our mothers on the 
phone. Regardless of the boundaries 
of good taste, we certainly can't argue 
with the amazing graphical quality that 
shows off so much skin. More impor- 
tantly, a wealth of impressive gameplay 
options makes this far more than a 
peep show — Rumble Roses XX is shap- 
ing up into one of the most impressive 
wrestling games in years. 

The 5605 first wrestling title dramati- 
cally fleshes out the options from the 
previous PS2 offering. Popular request 


E Like beasts in the wild, 
the Rumble Roses tend 
to stare curiously at the 
cameras that document 
their every movement 


m Play as a familiar character from 
the first game, or use the character) 
creator to craft your own 


meant that tag team matches were 
going to be a sure thing. Online or 
offline, you'll be able to partner up 
and dominate the ring against another 
pairing. Team interaction is actually gov- 
erned by how the two girls get along 
with each other, so you'll constantly 
want to stay on your teammate's good 
side. Alternately, forget about making 
friends and jump into a four-player 
battle royal for an insane throwdown. 
There is now a straight-up street fight- 
ing mode, where your only goal is to 
deplete your opponent's health like in 
a dassic fighting game. Another new 
addition is the Queen's mode, wherein 
the loser is forced to embarrass 
herself in any number of humiliating 
penalty games. 
For these and all the other gameplay 
modes, you'll be constantly unlocking 
new costumes, 
penalty games, 
photo shoot actions, 
and entrance ani- 

; mations. Since each 
new character cos- 
tume brings a new 
personality, there 
are effectively over 
40 female wrestlers 
to unlock — the 
returning baby face 


and heel versions for each girl, as well 
as the new powered-up superstar per- 
sona. No matter which version you're 
playing, your actions during a match 
will actually evolve your character, natu- 
rally increasing features like the power 
of your attacks or your walking speed, 
all based on how you play. 

If none of the available buxom ath- 
letes strike your fancy, the brand new 
character creation mode should capture 
your eye. While falling just shy of being 
pornographic, this mode nonetheless 
allows you to alter pretty much every 
aspect of your character's physique, and 
play dress up in a wide range of outfits 
that span from bikinis to fetishwear. 

Ah, the marvels of the M-rated game. 
The physical changes won't be just cos- 
metic; different body types will move 
and fight differently in the ring. 

The overly campy sex appeal of 
Rumble Roses XX is going to be 
hilarious for some players, and a total 
turn-off for others. Either way, our time 
with the solid game mechanics made 
it dear that it would be a mistake 
to dismiss the title out of hand as 
nothing more than an adolescent 
fantasy — even if it is also most 
certainly that. 


^^ B Notice the high heels — those give 
her stability while perched on the 
ropes. Heels are good for balancing 
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Wi Yes, these touch 
screen shots are 
indeed boring. 
Hopefully it will be 
useful in the game 


NINTENDO DS 


MechAssault: 
Phantom War 


> STYLE 1-PLAYER ACTION (UP TO 4-PLAYER VIA WIRELESS) > PUBLISHER MAJESCO > DEVELOPER BACKBONE 
ENTERTAINMENT > RELEASE MAY 9 


TINY GIANT ROBOTS! 


echAssault fans, it is time 

to rejoice, for a new entry 

in the series is on the way. 

Surprisingly, though, it's not 
coming from either Microsoft Game 
Studios or developer Day 1 Studios (who 
together brought the two MechAssault 
games to the Xbox). No, this title is being 
published by Majesco and developed 
by Backbone Entertainment for the one 
portable that gets more diverse all the 
time: the Nintendo Ds. 


The first handheld entry % 


in the series, MechAssault: 
Phantom War places gamers іп 
the role of MechWarrior Vallen 
Bryce (your character finally 
gets a name!), and concerns 
a galactic dark age in which 
interstellar communication 
has been cut off. Of course, 
this can only lead to an attack 
by sinister forces and intense 
Mech vs. Mech combat, 
Phantom War boasts 24 dif- 
ferent types of Mechs and 
other vehicles, including tanks, 
turrets, and battle armor. As 
MechAssault 2 players know, 
the battle armor allows players 
to take over enemy Mechs by 
hacking into their computers, 
and this fun feature is back in 
Phantom War. But rather than 
a button-press minigame, this 
feature will now be assigned 
to the touch screen. 
Multiplayer has always been 
a hallmark of the MechAssault 
series, and Phantom War is 


102 САМЕ INFORMER 


certainly no different. Four multiplayer 
game types are included, each sup- 
porting up to four players via wireless 
(there's no word yet if Phantom War will 
take advantage of Nintendo's Wi-Fi net- 
work). We'd like to get some more infor- 
mation on this game, but we already 
know enough to get excited. Taking your 
giant robot death machine out of the 
house is always a good time. I B IN. 


п The touch 
screen: now in 
soothing "Artic 
Blast Peppermint" 


Splinter Cell Essentials 


> STYLE 1-PLAYER ACTION (2-PLAYER VIA AD HOC) > PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTREAL 


> RELEASE MARCH 21 


THE INCREDIBLE SHRINKING SPY 


he fact that Ubisoft's top secret 

agent Sam Fisher is headed for 

the PSP has been declassified for 

a while now, but we've gone and 
executed our own investigation on the 
subject. One of our contacts slipped us an 
early build of Splinter Cell Essentials, so we 
dove in and spent some serious hands-on 
time with the title. 

Although it takes place after the upcom- 
ing Double Agent in the Splinter Cell time- 
line, Essentials is actually an origin story of 
sorts, as it details Fisher's time in the Navy 
SEALs before joining the NSA. The opening 
missions are actually flashbacks to earlier 
days, and are comprised of both new and 
classic missions. So not only will the player 
experience Sam’s time as a SEAL, but also 
familiar missions like the Oil Rig from the 
first game. We won't reveal much more 
about the story, but obviously Splinter Cell 
fans will find it every bit as compelling as 


E "Never sneak up on a man relieving 
himself in the woods!" 


the console games. 

To accommodate the translation to a 
portable system, there have been some 
changes from the console versions’ con- 
trol scheme, but Fisher hasn't lost any 
of his moves. All his skills and gadgets 
are accounted for, although there have 
been tweaks to the gameplay. The large 
mission areas have been broken up into 
smaller bites, so you can play for a short 
time and still accomplish some goals. A 
flexible, save-anywhere checkpoint system 
has been added as well. But the biggest 
change is definitely the camera. Pressing 
the circle button centers it behind Sam, 
while holding it allows for free rotation. It 
definitely takes some getting used to, and 
obviously changes the way you play, but 
works as intended. Even though these 
changes may take some adjusting, it's still 
clear to us that Essentials is a worthy addi- 
tion to the spy series. 
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Tekken: Dark Resurrection 


> STYLE 1-PLAYER FIGHTING (2-PLAYER МА AD > PUBLISHER NAMCO BANDAI ш 
> DEVELOPER NAMCO > RELEASE SUMMER 


ROAD WARRIOR New adventures 


ome dream a promise — bonus minigames designed 
little dream of as “breathers” between epic battles are 
portable butt 1 confirmed, and the coy lack of more infor- 
kicking, and { E 7 A mation hopefully indicates fun little diver- 
those hardcore gamers sions and not insipid space fillers. 
are going to live the 4 ы Мете digging the look of these 
sweet life with Namco's г А 4 E screens, as they ably capture the 
upcoming Tekken: Dark a Ё over-the-top styling expected 
Resurrection. The game has А” E. from one of the console 
more to offer than you would think, " 5 world's favorite fighters. But we 
and it's only coming to PSP. г E $ haven't gotten ош hands on it 

The full Tekken concept is being trans- > yet, and are looking forward 
lated to the handheld system. Destructible to seeing if the gameplay 
environments, 19 stages, and new movies for À is on par with the looks. A 
the opening; as well as for each of the charac- f { summer release isn't far 
ters’ individual stories, are all included. While f 3 E off and the dream of con- 
the roster tops out around 30, two are most з sole-quality 3D fighting on 
notable for being entirely new to the series. Lili EU the slim PSP could be one 
and Dragunov are each fully realized additions to ; step closer to reality. ШШШ 
the Tekken mainstays like Jin, Heihachi, Paul, and Al Ce T 
Law (some of the confirmed returning char- » 
acters), and promise to offer new fighting 
styles, moves, and ending cinemas. 

With the fighters taking up so much room 95273 
on the screen, it's пісе to see that Namco * -— 
is planning on expanding the character 
customization option from Tekken 5 
by doubling the number of items 
available. You can then use these 
personalized characters in the 
game's ad-hoc multiplayer 
for two-player battles. The 
company is being vague, 
though, on another multiplayer 


E Character customization will be most 
interesting in the multiplayer matches 


m Including destructible environments 


isa big plus for handheld fighting _ Е Effects are getting some 


special attention 
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The story isn't over. S 
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PSP 


Blade Dancer 


> STYLE 1-PLAYER ROLE-PLAYING GAME (MULTIPLAYER TBA) > PUBLISHER NIPPON ICHI 
> DEVELOPER SONY COMPUTER ENTERTAINMENT > RELEASE JULY 


THE MANLIEST DANCER EVER 


urther enhancing the PSP's 
ever-growing stable of plat- 
form-exclusive titles, Blade 
Dancer will give players a 
brand new fantastic world to save 
from the depredations of evil. The 
story may be built on familiar blocks 
(oh no, the legendary Dread Knight 
has reappeared and brought a demon 
army with him! Guess what happens 
next), but the unique real-time battle 
system, extensive item creation, and 
wireless co-op multiplayer make 
Blade Dancer deserving of some 
attention. And besides, what's wrong 
with leveling up, getting some magical 
artifacts to equip, and laying waste to 
various enemies? 
Though the combat takes place 
in real time, each participant in the 
battle will get the chance to act when 


their individual Luna Clock makes 

a full cycle, the speed of which is 
governed by that person’s speed attri- 
bute. To add a twist, the use of spe- 
cial abilities isn't limited by magic or 
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energy, but by Luna power. This is a 
separate gauge that is shared by both 
sides, and fills up with each blow 
landed in the fight. The catch is that 
the enemies can use it just as well 
as you can — trying to save up Luna 
power for a big finisher could backfire 
as the bad guys drain the meter with 
a super-attack of their own. 
Cooperative multiplayer is another 
way to beef up your characters if 
flying solo isn't cutting it for you. 
Connecting with a buddy will allow 
you to plumb the depths of some 
bonus dungeons filled with items 
that you'll be able to take back into 
the single-player quest. Of course, 
the deeper you go, the bigger the 
enemies get, but so do the rewards. 
Blade Dancer could well end up to 
be a nice shake-up of the tried-and- 
true RPG format. Hopefully the imple- 
mentations of the various systems 
add up to something cool, and we'll 
let you know as soon as we get our 
hands on it to find out. ШШШ 


NINTENDO 05 


Lost Magic 


> STYLE 1-PLAYER ROLE-PLAYING GAME > PUBLISHER UBISOFT > DEVELOPER ТАПО> RELEASE APRIL 


AND NOW FOR SOMETHING 
COMPLETELY DIFFERENT 


first glance certainly isn't enough to 
identify Lost Magic as anything more 
than another clichéd RPG about an 
orphaned boy with great power. The 
admittedly amusing but ultimately tired story isn't 
what will fascinate people. It's the remarkable 
new approach to gameplay that, more than any 
other game, makes players feel like they're actually 
crafting magic. 
Pretty much everything in Lost Magic is handled 
on the touch screen, from character movement 
to the implementation of actions. The overworld 
map is simplistic, involving nothing more than run- 
ning your character from point to point. Similarly, 
dialogue-driven cutscenes trigger periodically to 
move the tale forward. It's when the map dis- 
solves away into the battle screen that things get 
exciting. As your little 
hero Isaac the Mage 
learns new spells, 
they are each tied to 
a rune, not unlike the 
symbols from the recent 
Castlevania: Dawn of 
Sorrow. Draw the rune 
and the spell is sum- 
moned into being, and 
you then tap a spot on 
the screen to send your 
magic reeling away. 
Battle plays out in real 
time, so memorizing 
runes becomes almost 
à necessity. Each time 
you use a spell, you 
improve in its usage. 
Since different mon- 
sters have different 
weaknesses, it pays to 
improve every spell you 
can. Eventually, you can 
start to combine any 
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À large explosion. 
Touch the desired center 
point to activate. 


LI 


two 
runes to 
produce 
an entirely 
different 
spell effect. 
The mechanic 
is rewarding, challenging, and has the odd effect 
of making you feel like a real wizard, as you wildly 
flip through your spell book to fling fire and ice at 
the fearsome beasts that assault you. The second 
exciting gameplay element is the ability to collect 
the monsters you fight to form your own army. 
These creatures can be manually maneuvered 
about the screen to 
attack, divert attention, 
or simply to block and 
defend as you hurl 
your spells. 
The several hours 
we got to play of the 
game proved to be 
remarkably challenging. 
The only major flaw in 
the gameplay depart- 
ment seemed to be 
the pathfinding of your 
allies — as in, they don't 
have any, and you need 
to lead them around like 
the stupidest of blind 
mice. We'll see how the 
final version plays out, 
but what we saw was 
definitely enough to 
confirm that RPG play- 
ers should keep an eye 
on this one. B ШШ 


247 :Cure Prayer 


Cures an infected ally 
and heals some HP. 


Touch one allied unit. 


i play. i win. i gloat. i kick back. i catch а movie. 
i hear some tunes. all thanks to one little card. 


Turn your PSP" (PlayStation? Portable) handheld entertainment device into a fully loaded multimedia machine. 
How? With a SanDisk? gaming memory card. It gives you the power to play music, view pictures, watch 
movies and of course save countless game data, all with one little card. Also available for PC gamers — the 
new Cruzer Crossfire" USB Flash Drive. It lets you take your game demos, trailers, game saves and casual 


games with you wherever you go. The Cruzer Crossfire carries music and photos for Xbox 360" users. 
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Memory Stick 
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Samisk 72 


STORE YOUR WORLD IN OURS™ 


SanDisk and the 
of Sony Corpo 
purposes only 
other function: 


Your World іп Ош or trader 
SCEI). Xb 5 mark of Microsoft Corporation. Ой 
1 million bytes; 1 gigabyte (GB) - 1 billion byte: 
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Sudoku puzzles, like the one shown 
here, will use text recognition 


Save&Quit 


NINTENDO DS 


Brain Age: Train Your 
Brain in Minutes a Day 


> STYLE 1 TO 16-PLAYER PUZZLE > PUBLISHER NINTENDO 
> DEVELOPER NINTENDO COMPUTER ENTERTAINMENT > RELEASE APRIL 17 


TEST OF MENTAL METTLE 


s video gaming ready for neu- 

rological mumbo jumbo that 

doesn't fit into a trite sci-fi 

shooter? For Japanese gamers, 
the answer has been a resounding 
“Yes!” as the country has propelled 
Nintendo's high-concept Brain Age 
(called Brain Training over there) to 
the top of its sales charts. It's a weird 
collection by gaming standards, and 
forces the question of what really 
qualifies as a traditional game, but 
Brain Age could prove to be that 
addictive kind of puzzle crack that 
American players can't keep their 
hands off of. 

Drawing from the research of 
professor and neuroscientist Ryuta 
Kawashima, the game's collection of 
quick diversions is designed to test 
and then sharpen a human's lumpy 
gray matter. Some tasks have users 
complete scrolling lists of simple math 
problems. Another example asks play- 
ers to say the color of a font instead 
of the word that is written (like if the 
word black is written in green ink, the 
correct answer would be green...it's 
harder than it sounds). The final 
localized version could change many 
of the problems and tasks found in 
the Japanese edition, but these two 
examples have been floating around 
in playable forms over the last few 
months, and should be included in the 
first volume. 

With a budget-friendly price point of 
$20 and a handful of potential activi- 
ties (word memorization and those 
crazy sudoku things have both been 
mentioned), we wouldn't be surprised 
if every DS owner succumbed to curios- 


108 САМЕ INFORMER 


Use lines to join 
them in order. 
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The proof of the 
pud-ding is in the 
eat-ing. 


ity. It seems, though, that Nintendo is 
dead set on this idea of daily, bite-sized 
gameplay taking more than a cursory 
hold in the American market, as the 
publisher has already announced a 
similarly themed follow-up. Big Brain 
Academy is set to hit shelves a month 
after Brain Age. Ш IN 


PLAYSTATION 2 | XBOX I PC 


FlatOut 2 


> STYLE 1 TO 
INTERNET) > PUBLISHER V 


AYER RACING (UP TO 6-PLA 
NDI UNIVERSA 


hen you start out with a game 

as mediocre as the original 

FlatOut, you don't usually get 

the chance to do it right with a 
sequel. Luckily, through pretty good sales of 
the first FlatOut, developer Bugbear is get- 
ting to correct some of the problems of the 
original; offering a game that not only has 
more content at the same cheap price, but 
is simply more fun to play. 

One thing that you'll immediately notice 
is that the tracks are more wide open — not 
only allowing for more side-by-side racing, 
but the courses themselves are less 
technical. This lets you concentrate more 
on rubbing metal with the competition 
(earning you more nitrous) and keeping an 
eye out for shortcuts instead of worrying 
that you might not take a corner correctly 
and spin out. Although it doesn't move as 
fast and furious as the Burnout series, the 
philisophical change the FlatOut series has 
undergone is immediately noticeable. Now 


INLINE OR UP TO 8-PLAYER VIA XBOX 
DEVELOPER BUGBEAR > RELEASE 501 


you'll crash through stuff and send it flying 
instead of getting stuck on stupid road-side 
objects. Furthermore, through some simple 
backstories and Al, your racing opponents 
will feel more lifelike and fun to race 
against, as they use nitro boosts and knock 
you around, unlike before. 

FlatOut's funny ragdoll minigames return, 
where you eject your driver from the car 
at high speeds, have doubled and are 
online. Royal Flush asks you to send your 
driver flying through the air to pick up good 
poker hands; while basketball, curling, and 
baseball all mirror their respective sports. In 
our playable time with the title our favorite 
was stone-skipping, where we managed to 
skip our rag doll driver across a pool for a 
good distance. 

Although this game won't change the 
world, anyone looking for mindless thrills or 
those who picked up the first FlatOut will 
clearly find that this sequel is heading in 
the right direction 


ARE YOU READY FOR THE MOST THRILLING DAY OF YOUR LIFE? 
THE CLOCK IS TICKING... 


MATURE 


Blood 
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Kingdom Hearts 11 Burnout Revenge 


Our crack (or crackhead, we can 
never decide which) review team 
rates games in a number of cat- 
egories to help you sort out the 
great from the stuff you'll hate. 
Most games are reviewed by 

two staff members, and you will 
find both their opinions on each 
review. To make things a little 
easier we have put together some 
definitions of what the numbers 
mean, what we look for in a 
game, and also a cheat sheet so 
the newbies can understand our 
advanced video game jargon. It is 
important to note that the Game 
of the Month is determined only 
by the main review score, not an 
average of the two opinions. 
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THE SCORING SYSTEM 


10 


Outstanding. A truly elite title that is nearly perfect in every way. This score is given 
out rarely and indicates a game that cannot be missed. 


со 


Superb. Just shy of gaming nirvana, this score is а high recommendation because 
the game reviewed is head-and-shoulders above its competition. 


Very Good. Innovative, but perhaps not the right choice for everyone. This score 
indicates that there are many good things to be had, but arguably so. 


Average. The game's features may work, but are nothing that even casual players 
haven't seen before. A decent game from beginning to end. 


Limited Appeal. Although there may be fans of games receiving this score, many will 
be left yearning for a more rewarding game experience. 


Passable. It may be obvious that the game has lots of potential, but its most 
engaging features could be undeniably flawed or not integrated into the experience. 


Bad. While some things may work as planned, the majority of this title either 
malfunctions to varying degrees or it is so dull that the game falls short as a whole. 


Painful. If there is anything that's redeeming in а game of this caliber, it's buried 
beneath agonizing gameplay and uneven execution in its features or theme. 


Ghost Recon 
Advanced 
Warfighter 


There aren't a lot of must-have titles in 
the Xbox 360 library yet, but that num- 
ber just increased by one. Ghost Recon 
Advanced Warfighter completely rein- 
vents the franchise as a pulse-pound- 
ing shooter with wide-open strategy, 
dizzying thrills, and some of the most 
gorgeous graphics around. Beyond the 
stellar campaign, Advanced Warfighter's 
multiplayer is packed with enough 
modes and game types to keep you 
logged on to Xbox Live for months. For 
560 owners, this is one title that simply 
can't be missed. previously 


(Note: Both Burnout: Revenge and Metal Gear Solid 5 have both 
won the Game of the Month award, and are therefore ineligible 


: What new ideas the game brings to the table and how 
well old ideas are presented. 


> Graphics: How good a game looks, taking into account any flaws 
such as bad collision or pop-up. 


2 Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol- 
ume down? 


> Playability: Basically, the controller to human interface. The less 
you think about the hunk of plastic in your hands, the better the 
playability. 

> Entertainment: Flat out, just how fun the game is to play. The 
most important factor in rating a game. 


> Replay Value 


High - You'll still be popping this game in five years from now. 


Moderately High - Good for a long while, but the thrills won't last 
forever. 


Moderate - Good for a few months or a few times through. 


Broken. Basically unplayable. This game is so insufficient in execution that any value 
would be derived in extremely small quantities, if at all. 


= | N Co | & | сл | & ч co 


Dietrich. A game as painful as having your million-dollar car crashed by a fictional 
German man. 


Moderately Low – After finishing it, there's not much reason to give 
ita second go. 


Low - You'll quit playing before you complete the game. 
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| 
Fight Night Round 3 


4 


The Rub Rabbits! 


The Lord of the Rings: The 
Battle For Middle-earth || 


Fixing a number of issues, dropping in a whole mess of new content, 
and making huge improvements to the core gameplay is a perfectly 
dandy recipe for an excellent sequel as far as we're concerned - espe- 
cially when the original game was good in its own right. The Battle For 
Middle-earth II is one of the best licensed efforts to ever grace gam- 
ing, as well as being a great way to celebrate your Lord of the Rings 
fandom — without the lifelong shame that that "Hobbit Pillow Fight"- 


themed party will result in. 


form games. So whenever you see this 
logo, there is important multi-system infor- 
mation regarding that product. 


Content suitable 
for persons 17 
4 ages and older. 


Content suitable 
for persons ages. 
4 5 and older. 


Content suitable 
for persons ages 
4 6 and older. 


Content suitable 
only for adults. 


Content suitable 
for persons ages. 
10 and older. 


Content suitable 
for persons ages 
pay 15 and older. 
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For our newer readers, here is a glossary of terms and acronyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 


1080i - A resolution specification used for HDTV. 2 
1080i stands for resolution of 1920x1080 piels. > 
The “i” means that the video is being interlaced 

480p - Progressive scanning, this option (‘p"= 
progressive), creates a picture signal with double 
the scan lines of a conventional interlaced 
picture, 4801 (i = interlaced), to create a 
noticeably sharper image. The 480p image 
offers higher picture resolution and eliminates 
Virtually all motion artifacts in a 640x480 pixel 
resolution setting 

720р – A resolution specification used for HDTV. 
720р stands for resolution of 1280x720 pixels 
The “p” means that the video is in progressive 
format 

action - A term we use for games like Devil May 
Су and Viewtiful Joe 

ad hoc — A type of wireless connection that. 
connects you with other players in your 
immediate vicinity 

adventure - A term we use for games like Myst 
and Escape From Monkey Island 

Al — Artifical Intelligence. Usually used to refer 
to how well the computer reacts to a human 
‘opponent 

bloom – An effect that simulates the soft, blurred. 
glow of bright light reflecting off of surfaces 


* board – A term we use for games like Jeopardy! 


and Mario Party 


2 cel shading — A technique used to create 3D 


rendered objects that resemble hand-drawn 
animation cels. 

ЕЗ — Electronic Entertainment Expo. The world's 
largest convention for video games 

fighting — A term we use for games like Mortal 
Kombat and Dead or Alive 

first-party — А game made by a console 
manufacturer's intemal development teams 
‘exclusively for its own system 

FMV — Full Motion Video. Usually refers to an 
animated CG cutscene 

FPS - Frames Per Second, How many animation 
frames happen in one second. Also used to 
denote First-Person Shooters like Halo, Doom, 
and Call of Duty 

framerate — The frames of animation used to 
create the illusion of movement 

frontend — A game's menus and options 

GBA - Game Boy Advance 

GC - GameCube 

HDTV — High Definition Television 

infrastructure — A type of wireless connection 
that uses the Internet to connect with other 
players over long distances 


isometric — Three-quarters top down view, like. 
StarCraft or Baldur's Gate: Dark Alliance. 

ISP — Intemet Service Provider. The company that 
provides you with access to the Intemet 


i jaggies — Graphical lines that are jagged when 


they should be straight 

LAN — Local Area Network. Connecting computers 
ог consoles together within a small space to. 
allow communication between them. Provides 
fast, simultaneous gameplay 

Meerrroow-Kah! – The sound of the Death 
Star powering up. Also known as “The Best 
Sound Ever" 

MMO — Massively Multiplayer Online. Usually 
applied to role-playing titles, we use this term for 
games with persistent, multi-user online worlds 
like EverQuest and World of Warcraft 

motion blur — Phantom frames follow an object 
to give the impression of realistic speed 

normal mapping - A graphical technique in 
which a hi-res skin containing 3D information, 
revealed by light reflecting off the surface, is 
wrapped around а low-res model 


2 NPC — Non-Player Character. Those people 


and creatures you see wandering around 
in games that are not being controlled by actual 
humans 


le For Middle-earth II....130 


1 particle effects - Things like smoke or sparks 


created in real-time 
platform - А term we use for games like Super 
Mario and Crash Bandicoot 
pop-up - When objects onscreen suddenly 
appear, typically due to poor draw distance 
PS2 — Sony PlayStation 2 
puzzle — A term we use for games like Tetris and 
Puyo Pop 
racing - A term we use for games like Gran 
Turismo and Mario Kart 
RPG - Role-Playing Game. A game that involves 
character improvement through collecting and 
spending points. A term we use for games like 
Final Fantasy and Xenosaga 
hooter — A term we use for games like Ikaruga 
and Gradius 
ports — A term we use for games like 
Madden NFL 
strategy - A term we use for games like La 
Pucelle and Front Mission 
third-party - Something made for a console by a 
company other than the console manufacturer 
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PLAYSTATION 21 XBOX 


Black 


> STYLE 1-PLAYER ACTION > PUBLISHER ELECTRONIC ARTS > DEVELOPER CRITERION GAMES 


> RELEASE FEBRUARY 28 > ESRB M 


A ROLLER COASTER RIDE 


ince | first saw Black at ЕЗ in 2004 | was 

enamored by its no-holds-barred approach 

to guns and the emotional feedback that 

comes from not only your weapon in hand 
but its effect on the environment. 

Over time | saw bits and pieces of the game, 
and came away from those experiences thinking 
this game would be a non-stop assault of bullets, 
destruction, and debris. The finished game wasn't 
exactly what | expected it to be, but that doesn't 
mean | was disappointed. 

Black is about the personality of the weap- 
ons — not about the frantic, non-stop action that 
| once thought would be this game's hallmark. 
Featuring eight levels total and no multiplayer what- 
soever, this game focuses on one thing, and that's 
a precise single-player experience. And with that in 
mind, | think the game is a success. 

Each weapon has a unique and gratifying feel. 

In fact, most times | didn't find myself battling 

the analog sticks to get a bead on my target, but 
instead fighting the kick and pull of the weapons to 
keep the target painted. 

Which brings me to the game experience. There 
are moments when you are in the woods, carefully 
moving from target to target to keep your attack 
guarded. Then there are the explosive moments 
when the game truly shines. The developers did 
a fantastic job of setting up the dominoes (which 
in this case are the destructible environments) 
so that | could come in and knock them down in 
a wash of bullets and destruction. Each level is a 
juggling act moving the gamer between these two 
basic experiences. 

For some, it will be too short. The game's length 
didn't really bother me. It's an extremely well-pro- 
duced game. Not only does it have some of the best 
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visuals the PlayStation 2 has ever seen (the Xbox 
version is also sharp but has to compete with more 
advanced software), the audio track is simply mar- 
velous. The music by Michael Giacchino is superb, 
and the sound effects... oh, the sound effects. ..they 
boom from a weapon blast but also set tense 
moods with apt ambient voices and sounds. 

My one major gripe with the game is that 
the story, while interesting, isn't woven into the 
gameplay experience. You watch a movie. Then you 
play a level that relates to the story, but the charac- 
ters from the two never really intersect. | know there 
is an evil American terrorist, but you never actually 


Black has simple thrills: 
death and destruction 


see him (or if | did, 1 sure didn't notice). 

With four difficulty levels, there is some replay 
value here, but not a ton. | played through the 
game and | plan to visit it again. It's a fun roller 
coaster ride. Unfortunately, like most amusement 
park rides, the experience doesn't last long enou 

That said, | really enjoyed it, and can't wait to 
see what Criterion can do with this franchise in 
the future. For a first-time entry into the first- 
person shooter market, Black is impressive. It just 
needs some tweaks and some of the required 
options that gamers expect from an FPS — 
like multiplayer. —ANDY 


BOTTOM 8 
LINE 5 
> Concept: An intense first- 
person shooter that cuts awa 
the extras to focus on the si 
player experience 


> Graphics: | never thought a 
PlayStation 2 game could look 


but Michael 
John Williams - 
awesome 


> Playabi 
gameplay that is heightened by 
the destructible world 


> Entertainment: The lac 
arious parts hurts thi 5 

long term value, but as а singular 

experience it is exhilarating 


> Replay Value: Moderately 


Black is like an Andrew 
Lloyd Webber musical. 
That's an analogy | never 
thought I'd make, but it’s 
true. It's loud, flashy, over 
the top and thrilling, but 
once you get below the 
surface, you realize that 
there's not a lot of depth 

(о be found. Relying solely 
on its explosive presenta- 
tion, Black isn't concerned 
with story or even deviating 
from FPS traditions, and it 
largely works. While Black 

is a little behind the times 

in some ways (repetitive 
enemies, no jump button, 
no multiplayer), it does what 
it does extraordinarily well. 
Black is a thrilling experi- 
ence from start to finish, 
and is as much fun on the 
third runthrough as on the 
first. The music, the gunfire, 
and, of course, the destruc- 
tion combine into a gaming 
experience that gets the 
blood pumping and palms 
sweating as you revel in its 
unbridled chaos. There are 
more polished and complex 
Shooters out there, but Black 
is far more bombastic than 
most, and simply a heck of a. 
good time.—JEREMY 


LFS OF PE 


EPIC ADVENTURE AWAITS YOU 


WHEN YOUNG SWORDSMAN, CRESS ALBANE, RETURNS HOME TO FIND HIS 
VILLAGE TORN ASUNDER AND HIS FAMILY KILLED, HE IS FORGED TO SET 


OUT ОМ A QUEST THROUGH TIME AND SPACE TO UNCOVER THE VILLAINS 
BEHIND THE TRAGEDY. IN HIS EFFORTS TO UNCOVER THOSE BEHIND THIS EVIL DEED, 
CRESS SOON FINDS HIMSELF ON A MISSION THAT WILL TAKE HIM BACK AND FORTH 
THROUGH TIME, 
TALES OF PHANTASIA UTILIZES THE UNIQUE "LINEAR MOTION BATTLE SYSTEM," WHICH 
ALLOWS PLAYERS TO ATTACK ENEMIES IN REAL-TIME, GIVING THE GAME MORE OF AN ACTION 
FEEL THAN A STANDARD RPG. WILL YOU JOIN CRESS ON HIS QUEST FOR VENGEANCE? 


АН MEET THE CAST. 


Chester is Cress's neighbor and best friend and specializes 
in the bow attack. He's cool and compassionate, but when 


his parents are killed, he vows revenge. 


MINT 
Cress is the lead character of the 5 
4 Mint сап cast healing and attack support 


ame and son оғ a master swords- lA 
Б қ й spells. She's modest and gentle, but when 


man. Cress has been a student of the battle starts, she never backs down! 


swordplay from a young age. 
Y A human from the village of Euclid, Claus is a modern day agent. 
/ 

( After years of studying, һе is able to make contracts with spirits 


and then summon them into battle. 


"Full of Old-School Appeal " _ Game Informer Magazine 


Gress 735 G6lfpugbear 
Mint 485 82 


О МИ УД ЕДЕ 


GAME BOY ADVANGE, 


Fantasy Violence 


COMING MARCH 2006 - WWW.GAMEBOY.COM/PHANTASIA 


©kosuke Fujishima. ©1994, 1998, 2003 NAMCO LTD. All Rights Reserved. Tales of Phantasia is a registered trademark of NAMCO LTD. @ @and the Game Boy Advance 
logo are trademarks of Nintendo. ©2006 Nintendo. 


5% reviews 


You'll see some 
gorgeous views of the 
game's fictional city of 
New Radius 


SPLAYSTATION-21 XBOX: PC - 


Marc Ecko's Getting Up: 
Contents Under Pressure 


> STYLE 1-PLAYER AGIION/PLATFORM > PUBLISHER ATARI > DEVELOPER THE COLLECTIVE > RELEASE FEBRUARY 14 > ESRB M 


TALL CITY BOMBING 


fter years of sitting through a host of low- 

budget knockoffs that simply try (and fail) to 

emulate the hottest, biggest selling games 

out there, | tend to be drawn to any game 
that presents a truly unique or novel concept and 
setting. For this reason alone, I've been rooting for 
Mack Ecko's Getting Up, which attempts to give 
gamers a look into the culture and art of graffiti, one 
of the late 20th century's most important populist art 
movements. 

Playing the game, it's instantly clear that Marc Ecko 
(a former graffiti artist) played an instrumental role in 
crafting this title, which manages to perfectly infuse 
an old-school hip-hop attitude into its near-future 
sci-fi plotline involving an aspiring graf writer named 
Trane, who helps spark a revolt against the authori- 
tarian regime in the fictional city of New Radius. 

The graffiti art in the game is of the highest quality 
and even features pieces by real-world graffiti leg- 
ends like Cope 2 and Obey. Your arsenal of pieces 
includes all aspects of graffiti, from wheat paste let- 
tering to simple marker tags to complex "wildstyle" 
aerosol artwork. It's great to see а game that has 
such a genuine affection for art, and does so much 
to draw you into an underground subculture. 


Throughout your adventures you'll 
experience all the forms of graffiti.. 
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To earn your stripes, you'll be 
asked to leave your mark on all 
manner of edifices throughout 
the cityscape, from alley walls 
to the highest skyscrapers. 
Platforming works a bit like 
Prince of Persia, allowing you 
to easily make and land jumps 
that would normally cause you 
to fall to your doom. Although 
this self-correcting control often 
makes the acrobatics a little 
mechanical feeling, there is a 
good challenge in figuring out 
just how you're supposed to 
get from here to there. That 
being said, there is usually 
one very linear solution, and it would have been 
nice to see more alternate paths available and less 
limitation of your movements. Still, | was honestly 
enthralled with the graffiti portions of the game, and 
really found myself taking pride in selecting a nice 
variety of patterns and then laying down smooth, 
even paint to avoid drips (and a loss of reputati 
amongst my fellow writers). It's too bad that the 


...even tagging moving sübway trains 


Being able to use a spray 
can as a flamethrower is cool, 
but overall the combat is 
unbalanced and frustrating 


actual mechanics for writing are extremely repetitive, 
and don't really offer you much real control of what's 
ng on. As a result, the initial thrill does wear off as 
game goes on. 
Sadly, the rest of this unique game fails in some 
-very-unique ways. The combat ranges from 
adequate to downright frustrating, and there is the 
usual list of faults like camera issues and really horrid 
enemy Al (which essentially ruins 
all the game's stealth elements). 
As much as I'd like to laud this as a 
play, it just doesn't live up to its 
promise. If we are to truly see video 
games progress, unique and innova- 
tive games like need to start 
delivering gameplay as polished as 
less-novel (but immaculately crafted) 
ike Call of Duty 2 (which 
succeeds despite the glut of WWII 
games on the market). As it stan 
Getting Up is a game | like more for 
its potential than its execution, and 
that's a shame.—MATT 


"uw. 7.25 


> Concept: Rebel 


are provided by the am 
graffiti art 


> Playability: The platformi 
often compelling, but the combat 
and stealth are 


The refreshing concept 
Screams "you've never seen 
anything like this before," 
but the gameplay incoher- 
ently mumbles "you've. 
played this type of game а 
million times before, and 
sadly, it's usually executed 
far better.” Rather than push- 
ing players to be skillful and 
creative in their tagging, 

the gameplay mechanic 

that is used for this func- 
tion is designed much like 

а children’s coloring book. 
In other words, it's a mind- 
numbing affair that makes 
you feel like you are four 
years old again. Thrills could 
have been garnered from 
the platforming and hand-to- 
hand combat, but unrespon- 
sive controls, problematic 
camerawork, and general 
repetition plague both of 
these aspects. In a cruel twist 
of irony, а game about graf- 
fiti art delivers an experience 
that is as boring as watching 
paint dry. —REINER 


© 2006 Microsoft Corporation. All rights reserved. _ 


It only plays like it's still there. The new Xbox 3607" Wireless Controller. Unmatched precision and 
performance to instantly reflect your every move. And with an advanced ecosystem of wireless 
products, you'll have the freedom to get the most out of Xbox 360, because they come from Xbox. 
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PLAYSTATION 2 I XBOX | PC 


v 


Full Spectrum Warrior: 
Ten Hammers 


> STYLE 1-PLAYER ACTION/STRATEGY (UP TO 4-PLAYER VIA PS2 ONLINE OR XBOX SYSTEM LINK 
OR UP TO 8-PLAYER VIA XBOX LIVE OR INTERNET) > PUBLISHER THQ > DEVELOPER PANDEMIC 
STUDIOS > RELEASE MARCH 22 > ESRB M 


AWAITING ORDERS 


he first Full Spectrum Warrior was a good 
template for the series, and opened up the 
door for other tactical titles like Ubisoft's 
Brothers in Arms. But whereas 1 saw the first 


FSW as a starting point for 


Hammers finds the series right back where it started. 


better things ahead, Ten 


In some ways it's hard to blame developer 
Pandemic. They've given you a lot more flexibility 


in managing your squad, ai 
first-person elements for 5) 


ind even added some 
pecific troops that gives 


you more of a hands-on feel in the combat. But 


as much as they've added 


to the title, its meat and 


potatoes strategy doesn't feel any more satisfying. 
The game's bigger, but not necessarily deeper. 


Problematic camera and 


various bugs poke some 


holes in the air of rigid military protocol that rules 


the game. As much as it's 


a slave to calculating 


factors of cover and so forth, there are still those 
mind-boggling moments where you get picked 


off inexplicably. 


To its credit, Ten Hammers does a better job of 


random opponent Al than 


the first FSW. Insurgents 


move around so you can't get a bead on them. 
However, this can cause havoc with your Al soldiers 
who can't even hit uncovered foes in front of them. 


Multiplayer contains some 


good ideas, but | frankly 


found keeping tabs on my squadmates confus- 


ing — especially in a multiplayer environment where 


fumbling for a second can 


The Full Spectrum Warrior series has given inspira- 


get you killed. 


tion to Brothers in Arms and 360's Ghost Recon 


Advance Warfighter, but is 
its own.— KATO 


% 76 
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still lacking some of 


Bi Ten Hammers’ mul 
player has some good 
ideas, but executing them 
сап be a mess 


BOTTOM 
LINE 


> Concept: Before there was 
Brothers in Arms, there was Full 
Spectrum Warrior 

? Graphics: Gets by with doing 
an okay job, but it's pretty aver- 
age stuff 

> Sound: The soldiers’ voiceovers 
often chime in at the wrong time 
> Playability: The camera is still 
problematic, but splitting up your 
‘squads and controlling them is 
pretty easy 

> Entertainment: Ten Hammers 
adds a fair amount of gameplay, 
but it doesn't add up to the penul- 
timate military experience 

> Replay Value: Moderate 


Second Opinion 6.75 


As much al appreciate 
games that exist outside the 
bounds of over-represented 
. genres, there's no excuse for 
“Теп Hammers: nonstop litany 
of rough edges and frustra- 
tions. Because there's no way 
react to a changing situa- 
foni ina timely manner, your 
| Success as a commander 
depends solely on setting. 
up your men properly. One 
“small mistake (or botched 
‚ order due to the odd control 
| scheme), and you're. looking. 
“atthe mission going irre- 
` vocably into the tank. This 
problem kills the fun of mul- 
v üplayer as well - get flanked 
“олсе, and you're hosed. 
Executing а dever strategy to 
Overcome nasty odds is still 
entertaining, but everything 
: beyond that simple draw is a 
, mess.—ADAM 


PLAYSTATION 2 | XBOX 


Major League Baseball 2K6 


> STYLE 1 OR 2-PLAYER SPORTS (2-PLAYER VIA PS2 ONLINE OR XBOX LIVE) > PUBLISHER 2K SPORTS > DEVELOPER KUSH GAMES 


> RELEASE MARCH 20 > ESRB E 


THE NEXT LEVEL OF Al 


here's no denying that Kush 

Games is one of the most 

ambitious developers in the 

industry. For the second year 
running, this studio has completely 
reinvented the majority of its game, 
scrapping ideas that just needed a 
little refinement for unexplored con- 
cepts. In doing so, the company has 
created Al that could very well have 
a great effect on every sports game 
moving forward. 

By teaming with scouting company 
Inside Edge, Kush was granted access 
to the motherlode of all baseball 
knowledge — detailed breakdowns 
of every pitch, from every game, for 
every player, for an entire season. 
hile this may just seem like fodder 
for the hardcore fans, this data is 
actually running through the digital 
veins of each of 2K6's players. Much 
like Dr. Frankenstein, Kush has essen- 
tially created life. If a specific player 
is prone to biting on a first-pitch 
fastball on the inside of the plate in 
real life, the tendency will also be 
displayed within the game. This goes 
for every player. You've faced Randy 
Johnson before in a game, but now 
you'll get a chance to face the real 
Randy Johnson. 

Inside Edge also comes into play 
in many of the in-game strategies. 
As the general manager 
of your ball club, if you 
choose to draw a contract 
with Inside Edge, you'll be 
provided with scouting for 
the opposing team. This 
means that your fielders 
will auto-adjust for certain 
batters, and your catcher 
will also lend a hand as he 
calls for the most effective 
pitches from behind the 


ORG, 
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plate. Once you see this data in play, 
looking at another baseball game 

is going to be extremely difficult 
moving forward. 

While not quite as mind blowing, 
Kush has also found a way to apply 
more skill and strategy to both pitch- 
ing and batting. The new pressure- 
sensitive pitching mechanic does a 
nice job of balancing risk and reward, 
but moreover humanizes the hurler 
in that it allows for more mistakes. 
Batting has also expanded in scope 
and is now tied to an analog swing. 
Moving your feet in the box, stepping 
into the pitch at different moments in 
the pitcher's delivery, and changing 
the timing of your cut allows skilled 
players to have a hand in placing 
their hits. Both of these mechanics 
work incredibly well and embrace 
the highest level of realism from the 
sport. This title fires blazing fastballs 
in everything that it offers except for 
fielding. Applying momentum to the 
player movements makes sense, but 
delivers gameplay that is sluggish, 
robotic, and lacking the grace that you 
see in the infield. 

Outside of this, through its array of 
innovations, Major League Baseball 
2K6 blows the doors off of what 
you could expect from a baseball 
game.—REINER 


> Concept: Stats lead the 
way to a whole new baseball 
experience 


> Graphics: Recreates the 
feeling of being at the park - 
whether it's in the liveliness of 
the catchers and crowd or the 
attention to paid to the smallest 
of player movements 


> Sound: The commentary 
team is insightful, but also highly 
redundant with their phrases 


> Playability: Batting and 
pitching encompass every 
aspect of the game and really 
brings out the user's skill in 
how each mechanic can be 
manipulated 


> Entertainment: Typical in its 
delivery of modes, but the real- 
ism that is delivered on the field 
far exceeds anything that we've 
seen in a sports game 


> Replay Value: High 


2K Sports has some lofty 
ambitions with this title, and 
for the most part, the game 
gets them right - deliver- 
ing a step forward for the 


The: SOS: Swing has а 
great feel and gives you lots 
of control. The only hiccups 
come when playing defense. 
Fielders’ jerky movements 
can cost you easy outs, and 
you never know if a routine 
play will tum into а two-run 
fiasco. The exclusive baseball 
license is in good hands, but 
that unfortunate touch of 
buggy unpredictability keeps 
it from greatness —KATO 


They look like they аге 
thinking about basketball, but 
in reality each is wondering 
who has the better rows 


Credits 


VeniceBeach 
MONDA 


In Story Mode you can 
explore the different 
И. areas for things to do 


Violence 


И peh 6 


PLAYSTATION 2 | XBOX 


NBA Ballers Phenom 


> STYLE 1 TO 


AYER SPORTS (UP TO 4-PLAYER ONLINE VIA PS2 ONLINE OR XBOX LIVE) 


> PUBLISHER MIDWAY > DEVELOPER MIDWAY > RELEASE APRIL 5 > ESRB E 


A.K.A NBA CRIBS 


he original Ballers offered a 

unique take on the arcade 

street ball game. It served up 

solid one-on-one play coupled 
with the off-the-court lifestyle that 
million dollar NBA basketball players 
enjoy. In all, it was a welcome twist on 
the standard head-to-head play that 
has been a hallmark of the genre since 
the days of NBA Jam. 

With Phenom, Midway ups:the ante 
by adding two-on-two gameplay to its 
already established one-on-one play, 
and more importantly, fully interactive 
environments for the player to explore 


in Story mode. This creates not only a 


The minigames are 
a great diversion 


deeper, more fleshed out single-player 
experience, it also gives the player 
more ways to build up their Ballers, 
including all the perks of being a bas- 
ketball superstar, like record deals and 
clothing lines. 

While these improvements make 
the game deeper (the quests even 
feature an RPG-esque exclamation 
point over NPC's heads), it doesn't 
fundamentally change the game. It's 
still NBA Jam with lots of bling. Of 
course, that's not necessarily a bad 
thing, as Phenom is definitely fun to 
play. And | have to give Midway credit 


for really exploring the NBA lifestyle 


--—3 and giving the game more 
{ depth in the single-player 
mode. 

That said, | really want 
to see some innovation in 
the gameplay. Midway has 

g taken the story mode to the 
next level, now we need 
to see the gameplay step 
it up a notch to match the 
flash —ANDY 


Фә reviews 


BOTTOM 
LINE 7 75 
> Concept: Take Ballers and add 
more depth to every dimension 


> Graphics: The player models 
are really impre but the world 
environments are rather drab 


-which I never 
thought I'd p 


> Playability: l'm definitely а 
fan of the classic NBA Jam run- 
and-shoot gameplay that Ballers 
delivers 

> Entertainment: A great story 
mode combined with predictable 
gameplay gives players what they 
expect, but nothing more 


Second Opinion 


This sequel explores the 
concept of the obnoxiously. 
rich to the fullest, and 

allows players to amass a 
fortune through attractive 
unlockables and minigames. 
However, little has changed 
on the court. The stunt 
dunks give the offensive 
game a punch, but rebound- 
ing is often problematic. It's 
a better game as a whole, 
but due to the minimal 
changes, you find yourself 
getting more excited about 
the side content than shoot- 
ing the ball.—REINER 


PLAYSTATION 2 | ХВ0Х 


Arena Football 


PLAYSTATION 2 | XBOX 
> STYLE 1 TO 8-PLAYER SPORTS (PS2), 1 TO 4-PLAYER (XBOX) (2-PLAYER VIA PS2 ONLINE OR XBOX LIVE) 
Torino 2006 > PUBLISHER EA SPORTS > DEVELOPER EA TIBURON > RELEASE FEBRUARY 7 > ESRB Е10+ 


> STYLE 1 TO 4-PLAYER ACTION 
> PUBLISHER 2K SPORTS 

> DEVELOPER 49 GAMES 

> RELEASE JANUARY 24 

> ESRB E 


PLAYSTATION 2 | XBOX | GAMECUBE 


Sonic Riders Е 


There isn't a single 


> STYLE 1 TO 4-PLAYER RACING > PUBLISHER SEGA 7 feature, idea, event, or Ad 
> DEVELOPER SONIC TEAM > RELEASE FEBRUARY 21 > ESRB E M as 24 лес! re the cd 
low bar of “half-assed” Commentators 
IT'S A LONG RIDE DOWN don't match the onscreen action ог ALL-FLUNKIE LEAGUE 


results of an event. The spectators all do 


Же еайын аре аташ е, he real-life players that inhabit the AFL teams in > Concept: Hemmedn field, 
hat's that feeling? BOTTOM ‘Award ceremonies are merely a shot the game weren't man enough to even sit on hemmed-in gameplay, and little 
It's strange... .unfa- LINE 5 of three athletes on a podium, doing the bench in the NFL, and yet here we have a reason for being 
miliar. Could it Бе... canned animations. Events are boring video game based on their failures as pro ath- > Graphics: Luckily this fast- 
nostalgia for Sonic EIL ТЕДІ bad outing at best and frustratingly inconsistent letes. Great. This prospect doesn’t get the blood pump- | Ресей game doesn't suffer the 
ЕД| fr Sonic and со, this time in a at worst. Four player options, multiple ing any more than playing as college baseball players slowdown that hits Madden 
5 Ü otched hoverboard racer difficulty settings, and offline leader Эа Я * Н sometimes 
think Shadow the Hedgehog тай (ы са, КОС did in MVP this year, but the faults of this game aren't Я 
526 > Graphics: It actually looks fine rds for each sport escis yr just that these players aren't good enough — it's that the > Sound: The trash talking 
and Sonic Riders have finally and moves fairly quickly handled in the least ambitious (and jm Рау а 5 8 8 dialogue cutscenes аге embar- 
made me look back with affec- 7 7 least fun) manner. Torino 2006 just sport of arena football isn tfun enough. rassing 
tion for a time when Sonic eae 28 sucks — LISA Offense rules the roost in arena football, but even > Playability: Without a strafe 
games at least managed to with bad ‘80s metal those who like to chuck and duck in Madden will find or turn-to-ace button, catching 
achieve mediocrity. Sonic Riders — playability: the control PLAYSTATION 2.1 XBOX | GAMECUBE that the steady diet of touchdowns you get in this title balls while controlling your WR 
places the usual gang atop ae Rea Бай leaves you with a hollow feeling. Between the money can be hard 
some sci-fi hoverboards and in practice : FIFA Street 2 plays and the total lack of a running game, | found > Entertainment: This is the 
sends them through a series о! entertainment: Weird design > STYLE 1 TO 4-PLAVER SPORTS шее pan aly gy шоо mont ор Pea S 
races conceived by Eggman in decisions and erratic gameplay > PUBLISHER EA BIG my opponent neon ee mie patoi tei > Replay Value: Mod 
service of some rather incom- collide head-on > DEVELOPER EA CANADA that you can control a receiver and pass to yourself, eplay Мане: Modere 
prehensible and silly plot points. > верау Value: Low > RELEASE FEBRUARY 28 although even this doesn't work too well, as it's hard to Mike Golic: 
| shan't waste your time with > ESRB E get receivers to turn and face the line of scrimmage. Would you 
the details. If playing offense made unlikely stars out of NFL flun- tuya game 


Let's stick to what is impor- 
tant, that being the fact that 
Sonic Riders is a very poor 
game. For one, it manages to 
actually annoy me with the way 


kies like Tony Graziani, it only goes to show that playing man? 
defense in the AFL is a joke. By the rules of the league, EO 
linebackers are very restricted in what they can do. 
Comerbacks can't blitz and the defensive line 
can't stunt — leaving you little to do when 


| Second Opinion 6.7! 


it starts the races (no mean playing D. Although this game features E There's definitely some- (| 
feat!), and matters generally Second op inion MES some big multi-player hits, the run-ins with wy ые: 
go downhill from there. It's Sonic is like a family pet. the sideline walls give you the feeling that Ды esr e 
certainly fast, but the control is He's been a great friend for you're watching some stupid sports bloopers show ШЕ E field 
wildly erratic and aggravating. yee at 00 ү ; "pem hosted by Mike Golic — who fittingly is ап AFL com- Arena Football eeasinthe 
Even worse, much of the time M EE TOM LINE wi mentator. And don't get me started on how embar- prospect of delivering big 
you aren't really in control of Riders, As cool as itis to see 6 really don't ke eh fi rassing the trash talking is. game-changing plays, but 
your racer at all, either zipping а game based on an idea sure some marketing If this game sounds like it should be a freebie feature  {@@5 іл offering gameplay 
automatically on another racers | from Back fo the Future 2, fellow has an equation filed with sales in Madden or if you're asking yourself why you don't that fits this mold. This is 
slipstream or going through barreling down the track numbers that made a second outing just play NFL Street (which is more fun despite its U о] 
а scripted mini-cutscene ола hoverboard has led to seem reasonable, but for my part, l'm at faults), you're not wrong. | have no idea why this title js ing the od E 
sequence. That's one of the big.  |S0me of the most frustrat- а loss. While mild improvements have was even made.—KATO ole SPORE ME Г: n | 
2 ing moments in my gaming been made to the camera, trick move collisions players tumbling 
gest problems with the whole delta x ши EE | overthe walls, and on-field 
setis hie Rn Se fon reer. Never have | felt such System, and customization tools, the , H The player info you  — us red 
сеп вет ОЕ: 2 a lack of control over my actual gameplay of FIFA Street 2 feels ЖЕ can get between plays Eon ne peeve by 
me — one of its main design character, nor have | been so. even more ramshackle than the first is neat, but ultimately Tunning backs, the gameplay 
precepts seems to be to take confused by track designs. time around. Somehow, my players means little is one-dimensional.’ all 
control out of the player's hands — | Thegame does deserve can bust out insane bicycle kicks and рын ш 
as much as possible. Тһе gen- props for its innovative juggling miracles one moment and then ps Bur МАШ 
eral feeling this game conveys approach toward drafting. suddenly trip on their feet the next. If 5 ‘ta | pe AEA 
БЕТ БЫ ЕТИ and the starting line, but the. my high school coach saw so much а Ж A 
being fl кро. _ Remainder of the contentis bunching on the field he'd probably na ne poena 
eing flushed down а jet-pow- a monged mess of blue fur h | b to be a nice counter to 
d toilet. If that sounds fun to НЫ н еы ы but Madden, but as it stands. 
ee E and something rank. this is insulting —MILLER iv 
you, | say go for it. —MATT —REINER ‘now, is just a poorly thrown 


Hail Mary. —REINER 
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New York City, 1978. You шеге the fastest wheelman on the street. You шеге а legend. 
You were money. Until they set you up and sent you down. Twenty eight years inside for 
someone else's crime. Noui you're getting out. Guess uihat? You got a neui job... 


It's called revenge. 
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PLAYSTATION 2 


Kingdom Hearts Il 


> STYLE 1-PLAYER ACTION/RPG > PUBLISHER SQUARE ENIX > DEVELOPER SQUARE ENIX > RELEASE MARCH 30 > ESRB Т 


THE MARRIAGE BETWEEN SUMMON SPELLS AND CARTOONS 


ingdom Hearts II makes great strides 
forward in exposing the battle-hardened 
spirit of Final Fantasy and the waggish 
mystique of the Magic Kingdom. Moments 
after Donald Duck's temper flares into comical 
effect, there's a good chance that you'll find yourself 
neglecting your combat duties just to watch Cloud 
Strife unmercifully mince a throng of Heartless. As 
much as these two worlds clash violently, they also 
dance harmoniously, unifying into a milieu that fills 
your mind with wonder. In a twist, it's neither Final 
Fantasy nor Disney that remains embedded in your 
mind once this journey concludes. It's the original 
content that is woven within these two worlds that 
dominates this wondrous adventure. 
Even though the game starts out on an unfamil- 
iar note, following the exploits of a troubled boy 
named Roxas, these moments are used to herald 
the return of Sora. In a devilish yet remarkable plot 
twist, you may not want Sora back. It's an amazing 
chain of events, to say the least. The stones that 
Sora overturns in his desperate search for childhood 
friends Kairi and Riku lead him down dark paths and 
toward even darker revelations. Who has been pull- 
ing the strings? What are the Heartless? What secret 
lies behind Organization XIII? By the time the game 
concludes, everything is revealed. It's not quite as 
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powerful of a story as it was in the first game, but 
it will still most certainly give you shivers and make 
your heart leap. 

Square has made every effort to make Final 
Fantasy elements feel at home within Sora's world, 
but most of the Disney content feels tacked on. 
While serving well as a trip down memory lane, the 
Disney-themed conflicts that arise can once again be 
viewed as entertaining diversions that hold you back 
from the real meat of the story. This time around, 
however, much of the experience is repeated like a 
broken record. In The Nightmare Before Christmas 
you'll be fighting Oogie Boogie...again! The same 
goes for Jafar in Aladdin. There is great opportu- 

nity to expand upon the stories from the movies, 
but really get the feeling that Disney handcuffed 
Square Enix on being able to create new content. 

As a result, the overall experience is a choppy roller 
coaster ride. One minute it will have you screaming 
in delight, the next holding your head in pain. 

Where the story alternates between hit and miss, 
Kingdom Hearts ІІ absolutely clobbers in the combat 
that it unleashes. The combo potential that Square 
Enix places in your fingers is so divine that even God 
of War's Kratos would deem it awesome. There are 
few games that deliver controls that make you feel 
as confident and comfortable as Kingdom Hearts II 


f 


Bi The musical 
numbers in the Little 
Mermaid world are 
flat-out rancid 

+ 


о ‚ and always kno 
we'll come back soon to say hello? 


does. Given how dynamic the control is, you feel like 
you can defeat an army a thousand strong by your 
lonesome. 

Chaining together massive combos delivers a thrill 
а second, but it's the new reaction commands - 
opportunistic timing-based button presses — that 
really give this sequel's melee razor-sharp teeth. 
They put your reflexes to the test and make you 
approach each enemy differently. Limit breaks, 
form changes, and summon spells are also used to 
great effect, allowing players to approach battles in 
numerous ways. ; 

Тһе RPG elements remain as light as сап Бе, but 
offer a greater sense of satisfaction in the form of 
the new abilities and items that become available 
as your characters level up. The Gummi Ship was 
downright loathsome in the original game, and while 
remaining a far cry from truly respectable, at least 
offers some degree of satisfaction this time around. 

Kingdom Hearts ІІ is a remarkable journey and 
another Square Enix masterpiece. Just be fore- 
warned that it has a knack for periodically strangling 
you with your childhood memories. —REINER 


m Опа design note, the camera 
view has been pulled'back, camera "=== 


control has been moved to the 


right analog, and platforming is no 


longer a part of the picture 


BOTTOM i 
LINE 


> Concept: Masterful hack п' 
slash and a spellbinding adven- 
ture set within well-known stories 
that have grown way too familiar 


> Graphics: The particle effects 
leap from the screen with stun- 
ning vibrancy. The character 
models and lip-synching are 
quite impressive 


> Sound: The maestros at Square 
Enix have conjured another 
unforgettable score. Additionally, 
Haley Joel Osment (Sora) does an 
exceptional job, but Christopher 
Lee (Diz) steals the show 


> Playability: Rather than 
focusing on both platforming 
and action, the game is now all 
about the glorious fray and the 
miraculous moves that players 
can perform within 


> Entertainment: |t nears 
perfection when it isn't recy- 
ding content 


> Replay Value: Moderately 
High 


Second Opinion 9 


Kingdom Hearts continues 
to be a hard sell for me. 
How a mishmash of Disney 
and Final Fantasy characters 
manages to be anything 

but ridiculous is beyond 
me. However, the fomula 
works, and Kingdom Hearts 
II delivers a powerful nar- 
rative filled with so many 
beloved childhood charac- 
ters that it's tough to keep 
them all straight. At the same 
time, it abolishes almost 

all of the problems of the 
original, tweaking cameras, 
menu navigation, inven- 
tory management, and the 
battle system. The resultant 
gameplay is streamlined 

and smooth, punctuated 

by incredible moments of 
action and interwoven with 
deep themes of friendship. 
and personal identity. If any- 
thing hurts the experience, 
it might be its incredible 
length. Like a great movie 
that could have used some 
careful editing, this may be 
‘one instance where а game 
should have been more con- 
cise. But it’s nowhere near 

а deal breaker. Memorable, 
exciting, and incredibly 

fun, Kingdom Hearts IL is 
exactly what you hoped it 
would be.—MILLER 


RENEW YOUR SUBSCRIPTION NOW! 
Don't Delay! Fill out the attached card, MAGAZINE | 
call toll free 1-866-844-GAME (4263) or 
renew online at www.gameinformer.com 


ГІ GameStop MoreCard for $2.00 


Please Print Clearly 


Name 


(wo Yes! i want to take advantage of this amazing offer from Game Informer Magazine! 


(7 1 Year (12 Issues) for $19.98 е аа 2 Years (24 Issues) for $24.98 


Get a subscription | ~ 


Zip. 


ШЕН [ сиу State 


Шиш toGameinformr |” 


Г] Check or money order enclosed Bill my Credit Card 


Exp. Date 


E. y | и Credit Card # 
agazine ап To order with Credit Card by phone call toll free 1-866-844-GAME (4263) M - Е 9am to 4pm Central Time. All International & Canadian orders must add 


$20/y. additional postage. Please allow up to 8 weeks for first mailed issue. Value Card good for 10% off Used Merchandise. Card may be used at any 
GameStop, FuncoLand, Babbage's, Software Etc. & Planet X for 10 months from purchase date. 04/06 


save up to $118.78 off 


the newsstand price. mAGATINE 


Please Print Clearly Customer/Card # 


Old Address 


Name 


Change Of 
Address Card 


Address 


Zip. 


City State 


New Address 


Name 


Address 


State 


Please send a two year subscription to: 


Name 


R Gift Subscription! 


"i [12 Years (24 Issues) for $24.98 


Address 


24 ISSUES ONLY нот 


$ 98 |. 
Address 
City State 


E-Mail 


SAVE OVER 80% | 
ОЕЕ ЕАСН ISSU E! C Check or money order enclosed 


City State Zip. 
Zip. 
O Bill my Credit Card 
Credit Card # Exp. Date 


To order with Credit Card by phone call toll free 1-866-844-GAME (4263) M – F 9am to 4pm Central Time. 


Visit our website at 
www.gameinformer.com 


BUSINESS REPLY MAIL 
FIRST-CLASS MAIL PERMIT NO. 30041 MINNEAPOLIS, ММ 
POSTAGE WILL BE PAID BY ADDRESSEE 


GAMEINFORMER 


MAGAZINE 


724 N 1ST ST АТН FL 
MINNEAPOLIS MN 55401-9022 


Change your address online 
at www.gameinformer.com 


BUSINESS REPLY MAIL 


POSTAGE WILL BE PAID BY ADDRESSEE 


GAMEINFORMER 


724 N 1ST ST 4TH FL 
MINNEAPOLIS MN 55401-9022 


Visit our website at 
www.gameinformer.com 


BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO. 30041 MINNEAPOLIS, MN 
POSTAGE WILL BE PAID BY ADDRESSEE 


GAMEINFORMER 


MAGAZINE 


724 N 1ST ST 4TH FL 
MINNEAPOLIS MN 55401-9022 


NO POSTAGE 


NECESSARY 
IF MAILED 
IN THE 
UNITED STATES 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 


UNITED STATES 


NO POSTAGE 
NECESSARY 


IF MAILED 
IN THE 
UNITED STATES 


RENEW YOUR SUBSCRIPTION NOW! 
Don't Delay! Fill out the attached card, 
call toll free 1-866-844-GAME (4263) or 


renew online at www.gameinformer.com 


Art Courtesy of Ubisoft 


Se reviews 


One-on-one tactical encoun- 
ters are more common than 


The third-person camera gives $ 
you a more comprehensive view 
of your surroundings 


PLAYSTATION 2 


Metal Gear Solid 3: 


Subsistence 


> STYLE 1-PLAYER ACTION (UP TO 8-PLAYER VIA PS2 ONLINE) > PUBLISHER KONAMI > DEVELOPER KOJIMA 


PRODUCTIONS > RELEASE MARCH 14 > ESRB M 


STILL THE BOSS 


'm glad that games don't have feelings. If they 

did, Metal Gear Solid 3: Subsistence would be 

the over-achiever that makes the games around 

it feel embarrassingly inadequate. Here they 
are, trying to scrape together what it takes to be play- 
able, and Subsistence struts around with a ton of 
expanded content added to an already-outstanding 
game. Basically, this package is the complete Metal 
Gear Solid 3 treasure trove, with inside jokes, new 
features, and Snake shootin’ at monkeys, all supple- 
menting one of the finest games of this generation. 

If you played through Snake Eater when it first 

came out, you'll find that little has changed in the 
core game. A fully-controllable third-person camera 
speeds things up, since you are no longer forced to 
stop every three steps to check things out in first- 
person view. The main mission and its story are as 
compelling as ever, but it's the bevy of extras that 
are the true draw of Subsistence, with the multi- 
player being the most prominent addition. 


Sgt. Fred, having left his green 
camo at home, was forced to 
squat in shame in the tall grass 


mee 


these firefights 


"| am Snake-O-Tron 5000! The 


most powerft 


ipercomputer/ 


fort ever built!” 


It may look like conventional third-person action, 
but it's unmistakably Metal Gear, for good and bad. 
Instead of just running and gunning, you'll be using 
every sneaky advantage you can get, like claymores, 
cardboard boxes, and dirty magazines. While this 
adds an incredibly fun angle to the competition, the 
aging control scheme that eats away at Metal Gear 
Solid 3 is present in full force and slows everything 
down. Even though the modified camera helps a 
bit, sometimes you'll simply find yourself with too 
many items in your inventory, and the only way to 
equip what you need is to tap the shoulder buttons 
to cycle through everything, or hold them down to 
select traditionally. Neither of these methods is fast 
or convenient, and can result in you taking more 
shotgun blasts to the face than you'd like. 

The multiplayer maps are well-suited to the 
Metal Gear style, though only one game type really 
showcases it: the Sneaking Mission. Like the recent 
Splinter Cells’ versus mode, this pits Snake against 


several enemy soldiers as he tries to covertly accom- 
plish objectives. Everything else is pretty standard 
capture-the-flag and assault matches, which are still 
fun, but seem to rely less on strategy and more on 
simple firepower. 

Even if you don't plan on playing online, 
Subsistence still has some fun bonuses to explore. 
The Secret Theater movies demonstrate the team's 
sense of humor through ridiculous reenactments of 
memorable scenes (like Snake and the CIA director 
prancing around together in a field of flowers). Also 
included are the MSX versions of the first Metal Gear 
games, which are nice to have for the collectors, 
but the antiquated gameplay makes it difficult for 
me to recommend that you actually play through 
them unless you're a true fanatic, Even if you're 
a more casual player, however, Subsistence has 
plenty of reasons to welcome newcomers into the 
twisting jungle while still inviting back the combat- 
hardened veterans.—JOE 


CQC is an invaluable tool 
for the multiplayer matches. 
Learn to love your knife 


BOTTOM 
LINE 9 я 5 
> Concept: Metal Gear Solid 5 
with sprinkles! 


> Graphics: Still some of the 
most impressive visuals on 
the PS2 


> Sound: If you missed them 
the first time through, listen to 
as many radio conversations as 
possible. Great voice acting, and 
the dialogue is hilarious 


> Playability: The camera fixes 
certain problems, but gives rise 
to a new set when it comes to 
close-quarters battles 


> Entertainment: The multi- 
player is a fun addition, and the 
Secret Theater stuff (previously 
released online) is a riot 


> Replay Value: High 


Second О 


Іт glad | waited. I'd 
been about ready to play 
through Snake Eater when 
Subsistence was announced, 
and | managed to resist the 
urge to jump in, in hopes 
of an even better game in a 
few months. While a longer 
wait than I'd hoped, the new 
version doesn't disappoint, 
mostly thanks to a rotating 
camera that fixes the largest 
dilemma I've had with MGS 
games. As expected, the 
game itself is chock full of 
epic boss fights, tense stealth 
missions, and constant extra 
goodies. For me, the beauty 
of these games is the varied 
solutions a player can take 
to any given problem, and 
MGS 3 excels at exactly that. 
Online multiplayer, mean- 
while, is exactly what you 
would expect it to be, That is, 
it's immense fun, despite the 
same ancient control scheme. 
we've had for years. Put 
simply, Subsistence is pretty 
much a no-brainer fortwo | 
groups of people: longtime 
fans and curious new play- 
it's pretty much every- 
body, isn't i —MILLER 
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E Sometimes, the easiest way t: 
clear an area of enemies 


environ ir 


PLAYSTATION 2 


24: The Game 


> STYLE 1-PLAYER ACTION > PUBLISHER 2K GAMES > DEVELOPER CAMBRIDGE STUDIOS 


> RELEASE FEBRUARY 28 > ESRB M 


FOR THE FANS 


ambridge Studios didn't just 
adapt 24 into a video game. 
This development house 
has created an interactive 
experience that is so faithful to this 
show's source material that it should 
be chronicled as another official 
season. The script, which is penned 
by the same scribes that pound out 
the plot for the show, reveals the 
gritty events that took place between 
seasons two and three. What hap- 
pened to Kate? How serious was the 
viral attack on President Palmer? How 
did Jack meet Chase? All of these 
questions are answered through a 
magnifying glass of nearly unendur- 
able intensity that snakes from one 
nail-biting plot twist to the next. 
The amazingly lifelike character 
models and incredible detail that has 
been applied to replicate the actors’ 
performances perfectly recreates 
the feeling of the show. Rather than 
just focusing on Jack and one style 
of play, Cambridge Studios brings 
you into the world of every key 


т Along with Jack, players will get 
the chance to play as Tony, Chase, 
Michelle, and even the worthless Kim 
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player — be it Tony or Kim — and 
allows you to experience their role 
in the terror-filled day through a 
highly variegated gameplay design. 
If Jack calls CTU for a thermal satel- 
lite reading of hostiles in his area, 
you'll be asked to fulfill his request. 
You'll have to move the satellite 
into position, scan the interiors of 
the building, and highlight all of 
the potential targets that you find. 
Once this action is completed, 
control switches over to Jack, who is 
positioned to take them all out with 
a sniper rifle. 
Within the course of 24 hours, 
you'll find yourself weaving through 
traffic, retrieving computer data, inter- 
rogating a junkie, unloading count- 
less rounds from a helicopter-based 
turret, and even posing as a tourist 
at a government facility. The shifting 
gameplay keeps the action fresh, 
but the quality of these individual 
components is far from respectable. 
The core run-and-gun gameplay 
offers a nice assortment of rapid-fire 


Bi Not only has Cambridge Studios 
captured the look of the actors, but 
also the smallest of mannerisms in 
their performances 


weapons, but also a clunky targeting 
system and enemy Al that seems to 
be based on finding the easiest way 
to step in front of your bullet. Driving, 
which delivers a top speed that feels 
no faster than 20 mph, is basically 
misery on wheels. The interroga- 
tions are certainly intense, but also 
frustrating given the lack of precision 
in the timing-based meters. The only 
elements of the game that function 
well and are consistently fun are the 
computer-based minigames — which 
there are a ton of. 

Much like Jack, this game has a 
tower of problems stacked high 
upon its shoulders, but it still finds a 
way to knock you out. Sure, most of 
your time is spent trudging through 
mediocre gameplay, but the experi- 
ence of being a part of the show is 
too much to deny, especially given 
how great the story is. In the world 
of games, it deserves a body bag. In 
the world of 24, it's just as good as 
the show.—REINER 


BOTTOM 
LINE 


> Concept: One of the best video 
game adaptations yet. It feels just 
like the show and players have а 
hand in all of the action 


> Graphics: Outstanding facial 
texturing and great camerawork. 
The in-game animations are a bit 
stiff, however 


> Sound: Sean Callery’s score 

is just as intense as it is in the 
show, and all of the actors deliver 
great performances. Christian 
Kane (Lindsey from Angel) 
makes for one of the show's most 
fearsome adversaries 


> Playability: Enjoyable, yet far 
from polished 


> Entertainment: Not quite 
24 hours of gameplay, but it is a 
lengthy game that boasts great 
терізу in unlockable interviews 
with the cast 


> Replay Value: Moderately 
High 


Second Opinion 


‘This is the best bad game 
ІМе ever played! Fox's hit 

24 is the ultimate series for 
today's attention deficit cul- 
ture – dispensing with expo- 
sition and pacing in favor of 
all-out action and constant 
dimax. The game takes this 
philosophy to heart, doling 
out bite-sized missions, a 
handful of playable charac- 
ters, a potpourri of gameplay 
mechanics, and a huge. 
selection of cool minigames. 
As a fan of the show, | was 
totally engrossed in the 

plot, which is told through. 
nicely done cutscenes that 
make use of 24's signature. 
multiple-frame cinematic 
style. It's as well written and 
acted (the real actors did 
voiceovers) as any of the 
television seasons. It's a pity 
you actually have to play it. 
Aside from the ingenious 
minigames, the gameplay 

is mostly a clunky hodge- 
podge of third-person shoot- 
ing, driving, and stealth. A 
must-play for fans; every- 
one else should approach 
with caution —MATT 


PLAYSTATION 2 


CMT Presents: 
Karaoke Revolution 
Country 


> STYLE 1 TO 8-PLAYER ACTION 

> PUBLISHER KONAMI 

> DEVELOPER HARMONIX 

> RELEASE MARCH 28 > ESRB E10+ 


{02657 


воттом име Several years ago, | 
would have scoffed 
at the notion that | 
might be making my 
career by singing "All My Exes Live 
In Texas" at an unfeeling TV screen. 
It might have surprised that past self 
even more to know that | managed to 
enjoy the process, despite my relatively 
irrational dislike for the style. This first 
genre-specific Karaoke game does 
its job admirably, letting you croon 
through both kinds of music: country 
and western. It's not going to convert 
anyone (including myself) to the boot- 
scootin’ cause, but | expect that most 
anyone who has ever left their house 
with a cowboy hat on while not in a 
Halloween costume should be pleased. 
May | request a yee-haw?—MILLER 


PLAYSTATION 2 


State of 
Emergency 2 


> STYLE 1 TO 4-PLAYER ACTION 

> PUBLISHER SOUTHPEAK INTERACTIVE 
> DEVELOPER DC STUDIOS. 

> RELEASE FEBRUARY 14> ESRB M. 


воттом име Playing through State 
of Emergency 2 |5 a lot 
6 like watching a decent 
actor try to produce a 
real performance in a straight-to-video 
horror movie. There may be some 
inspired moments, but unfortunately 
they're surrounded by crap. SoE 2 has 
a few clever action sequences over the 
course of its short adventure, but they're 
sandwiched between repetitive run-and 
gun gamplay sections that feel tired and 
look horrible. | appreciate that the folks 
behind SoE 2 tried to switch up the 
action regularly and added some amus- 
ing bonus games, but when a game is 
this low-budget and by the numbers, 
ittakes more than a few sparks of 
creativity to transform it into something 
beyond the sum of its parts. —JEREMY 
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PLAYSTATION 2 


Beatmania 


> STYLE 1 OR 2-PLAYER ACTION > PUBLISHER KONAMI 
> DEVELOPER KONAMI > RELEASE MARCH 28 > ESRB Е10+ 


WON'T YOU TAKE ME TO FUNKYTOWN? 


ast night | dreamt of end- 
lessly scrolling white and 
blue bars that suddenly 
popped alive into sound 
at my touch. This isn't some 
abstract writer's metaphor. My 
mind is so wrapped around the 
hours I've poured into Beatmania 
that I've literally begun to dream 
of it in those brief hours I'm not 
playing it as | sleep. Sad, but true. 

You should expect a similar 
level of absorption if you plan on 
delving into the dastardly beats 
of this, the hardest rhythm game 
I've ever played. The hours of 
required commitment to even 
cross the beginner threshold 
make for a high barrier of entry, 
and it's the only waming I'd offer 
about what is otherwise a fantas- 
tic entry for the genre. It's for this 
reason that | might not rank it 
right beside last year's phenom- 
enal and accessible Guitar Hero. 
Even so, unless you despise club 
and dance music (which I real- 
ize has a substantial population 
of haters), you should feel no 
qualms about stepping up to 
the DJ stand. 

It's hard to imagine some- 
one claiming to have "beaten" 
Beatmania. For every task you 
complete, there's always one 
more way to ratchet up the 
difficulty. And while there are 
certainly some musical duds, 
the majority of tracks keep 
the flow going, led by genre 
mainstays like Moby and Timo 
Maas. Whether alone or with a 
friend, Beatmania delivers where 
it counts. —MILLER 


38 Interestingly, the button 
pad of the excellent 
controller can be pulled 
ош and reversed, placing 
the spinner on your left 
or right depending on 


hand preference. The only V. 
downside to the slick 
peripheral that we noticed 
was a tendency for buttons 
to stick from time to time. 
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> Concept: Graduate to the 
most challenging rhythm game 
yet as a DJ in training 


> Graphics: Silly videos and a 
utilitarian background grid aren't. 
going to amaze you 


? Sound: A largely stellar mix of 
dozens of club tracks gives you 
plenty to keep busy with, but 
why must the menu music make 
me want to die? 


> Playability: Extremely chal- 
lenging, with a constant learning 
curve that continues literally for 
days of playtime 


> Entertainment: Intensely 
rewarding to genre faithful, but 
you're looking at some major 
time commitment before you 
can even call yourself decent 


> Replay Value: High 


my ass enough to make me 
want to legally 
name to DJ PWND №008. 
While | appreciate a good 
challenge, | found the overly 
large and clunky buttons 

to бе a huge obstacle to. 
enjoyment, especially after 
the great job Harmonix did 
on the Guitar Hero control- 
ler. This definitely has some 
value for hardcore music 
game fans, but | find both 

presentation and 


шга 
Solid, | A just don't believe 
Beatmania is moving 
things forward in the 
, music genre. —MATT 


PLAYSTATION 2 


Tokyo Extreme 
Racer Drift 


> STYLE 1 OR 2-PLAYER RACING 

> PUBLISHER CRAVE ENTERTAINMENT 
> DEVELOPER GENK! 

> RELEASE MARCH 14 > ESRB E 


This is a budget-friendly 
racer with a feature 

list that sounds great 
оп paper. Sure, there 
are real cars, twisty courses through 

the mountains of Japan, variable 
weather conditions, and customization 
options for your car. There are even 
two game modes that players switch 
between — legit drift races during the 
day and unofficial betting battles during 
the night. But the physics, money 
system, and constant loading are real 
downers that racing games have largely 
moved past. Cheap or not, there are 
many good racers out there, and Tokyo 
Extreme Racer Drift doesn’t come close 
to its contemporaries —LISA 


PLAYSTATION 2 


MLB 06: The Show 


> STYLE 1 OR 2-PLAYER SPORTS (2-PLAYER VIA ONLINE) > PUBLISHER SONY COMPUTER ENTERTAINMENT 


AMERICA > DEVELOPER 989 SPORTS > RELEASE FEBRUARY 28 > ESRB E 


PLAYSTATION 2 


Warship Gunner 2 


> STYLE 1-PLAYER ACTION/STRATEGY 
> PUBLISHER KOEI 

> DEVELOPER KOE! 

> RELEASE MARCH 21 > ESRB Т 


I don't think I've ever 
BOTTOM LINE 
been as bored as | was 
5 while playing Warship 
Gunner 2. After suffer- 


ing through an hour-plus tutorial that 
was about as much fun as a history 
lecture, | hoped that the actual game 
would deliver some entertainment. 

Boy, was | wrong. The counter-intuitive 
control scheme and slow movement 
speed of my ship through enormous 
levels were too much for even the mas- 
Sive destruction wrought by my 14-cm 
cannon to overcome. If the research 
and design features that are available 
between scenarios were any easier or 
more fun to use than a CAD program 
from 1995, this could've been at least 
mediocre. As it is, it's like all the irritation 
of endless sailing in The Wind Waker 
without any of the cool parts. —ADAM 


2006: PART TWO 


ony's baseball franchise hits the diamond 

in nearly the same shape that it was in last 

season. The Show may come up short in 

delivering content that adds new dimensions 
to the experience, but much like a World Series con- 
tender that fell just short of the crown, this game really 
didn't need a ton of new material. It was a meaty 
game to begin with and all of the key pieces were in 
place. They just needed to be tweaked or enhanced. 

For the most part, this is precisely what developer 
989 Sports has done. Career mode now boasts a 
spotlight system that tracks your created player's 
failures and achievements. Rivalry mode stores the 
stats of each player that you compete against. Player 
management now spans across a full 40-man roster. 
Athlete morale has been integrated into Franchise 
mode. King of the Diamond, a wacky target-based 
minigame, allows players to take a break from the 
lengthy season. There's definitely some great stuff 
here, but as you can see, most of these changes are 
minimal at best. 

Fielding was the one area that desperately needed 
the most attention. The new multi-branch animation 
system, which allows players to change their field- 
ing decisions on the fly, certainly presents a greater 
degree of control, but what good does it really do if 
it is full of glitches? This franchise has been buggy 
during its existence, and it's disappointing to see them 
still plaguing the series. 

Nothing can beat the feeling of tossing aside your 
ratty minor league gear for a chance to prove yourself 
in the show, but this franchise hasn't quite reached 
the major leagues just yet. The Show is a beautiful 
game, and it offers the best fantasy and create-a- 
player options. However, the gameplay is starting to 
show its age, and is in need of an upgrade.— REINER 


E John became wary of his 
friendship'with Hank when he 
realized that those weren't dirt 
stains on his pants 


"we T.5 


> Concept: A year dedicated to 
enhancement. Most of the new 
content can best be classified 
as fluff 


> Graphics: It does a nice job of 
authenticating the player stances 
and deliveries. Stadium details 
are also right on the money 


> Sound: An encyclopedic call- 
ing of the game. The three-man 
commentary team is easily one 
of the best in video game sports 
> Playability: The simplistic 
batting and pitching haven't 
changed in the slightest since last 
year. Fielding remains buggy 


> Entertainment: Climbing 
from the minors to the big 
leagues is once again a blast, but 
there's little reason to do it again 


> Replay Value: High 
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If this franchise continues, it 
may be up for contraction. 
It's not that this game plays 
so bad it needs to be put 
down, it's that the franchise's 
evolution is creeping along 
ata snail's pace. But yes, it's 
got its gameplay problems 
as well. Infield fielding is 
inconsistent, the Al worse, 
and when it tries to copy its 
competitors, it can't even do 
that correctly. In short, тп 
glad that 2K Sports got the 
exclusive baseball license 
and not Sony.—KATO 


E The transitions in the multi- 
branch animation technology аге 
seamless and incredibly lifelike 
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COMBAT EVOLVED 


5 much as it pains me, | owe an apology 
to Tom Clancy. For the last few years, I've 
been harshly critical of the two Clancy 
shooter franchises, Ghost Recon and 
Rainbow Six, as | felt that both series were pump- 
ing out more of the same stale action with each 
release. My fear was that Advanced Warfighter 
would be simply a prettier version of the same old 
thing. | couldn't have been more wrong. 

Ghost Recon Advanced Warfighter is not only the 
best tactical shooter | have ever played, it is one 
of the most immersive and exciting shooters ever. 
The developers have done away with most of the 
flaws that plagued the previous games, including 
linear level design, questionable АІ, апа workman- 
like visuals. In their place are wide-open mission 
areas populated with deadly, adaptive enemies that 
are portrayed with jaw-droppingly realistic graph- 
ics. Many developers have claimed that emotional 
involvement in a game would increase in the next 
gen because of more lifelike visuals, and that was 
certainly the case for me in GRAW. I truly feel like | 
am a part of the game's war-torn Mexico City while 
playing — the danger feels real, making for an expe- 
rience that's thrilling nerve-wracking, and, at times, 
downright frightening. 


Е Players are immersed in 
chaos from the beginning of 
the game to the елд 
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> STYLE 1 TO 4-PLAYER ACTION (UP TO 16-PLAYER МА XBOX LIVE OR'SYSTEM LINK) 
> PUBLISHER UBISOFT > DEVELOPER UBISOFT/RED STORM > RELEASE MARCH 9 > ESRB T 


The realism created by the visuals is fur- 
ther accentuated by the tight gameplay. The 
open design of the mission areas allows you 
to plot your own route through an area, letting 
you devise your own strategies on how to 
best complete a goal. Rarely are you =< 
told there is a "right" way to finish 
a mission. Issuing squad com- 
mands, which was a bit clunky in 
previous games, now requires virtually 
no thought, thanks to an elegant point; 
and-click control mechanic. Aside from. 
a few sections that felt overly difficult j 
late in the game, | loved every second of? 
Advanced Warfighter's campaign (the 
fact that you stay immersed in the Е. 
game world from the beginning of \ 
the campaign to the end is great), and 
the freedom offered by its open areas is 
enough to warrant several playthroughs. 
Of course, multiplayer has always been 
a huge component of this franchise, and 
GRAW definitely doesn't disappoint 
in this area. A wide variety of game 
types are included, each offering 
gameplay that is every bit as tense 


and polished as the campaign. 
The co-op missions are especially 
cool, as they allow players to take 
on unique objective-based mis- 
Sions with a group of friends. There 
are also tons of game types for more 

шы. competitive players, including 

deathmatches, capture the 

АД. flag, and several more. With 
both leaderboards and 
Achievements tied to 
I, online performance, | 
b expect GRAW will quickly 
D become one of the most 
popular Live titles on the 
E 560 and deservedly so. 
^w Advanced Warfighter is 

a game | would recom- 
mend without hesitation 
to all shooter fans, and is 
easily one of the best 
titles in the 560 
library.—JEREMY 


E The multiplayer modes take 


place outside of the single-player 


? Concept: The Ghost Recon 
series is reborn as one of the 
most intense and visceral shoot- 
ers around 


> Graphics: Beautiful. The 
lighting is amazing and the visu- 
als create an aura of incredible 
realism 


> Sound: From the chatter 

of teammates to the roar of 
machine guns, the sound effects 
further heighten the realism 
and sell the illusion of a real 
combat zone 


> Playability: Although slightly 


sluggish in rare instances, the 
series has never played better 


> Entertainment: With a great 
campaign and equally impressive 
multiplayer, this is one game no 
360 owner should be without 


> Replay Value: High 


Second Opinion 8.75 | 


The joke with Ghost Recon 
was always how these guys 
could be elite soldiers and 
yet be so stupid, Well, this 
title improves the Al of your 
comrades and recasts the 
franchise in an altogether 
better light. Certainly the 
top-notch graphics give 

you awed pause, but more 
important is how the game 
deals with its urban locations. 
The open environments and 
better enemy А! change the 
franchise's boring, by-the- 
books operations into holy 
crap moments where the 
textbook (probably written 
by non-combat desk jock- 
eys anyway) goes out the 
window. Your Al squadmates 
are usually up to the task — at 
Jeast more than they've ever 
been in past Ghost Recon 
games, As much as this game 
puts you in the fight, the tar- 
geting controls aren't as fast 
and smooth as I'd like, and 
you can have trouble getting 
under cover at times. Stil, 
don't let these things put you 
off of the multiplayer - which 
has some modes you've got 
to play —KATO 
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NINTENDO 
GAMECUBE. 


The analog "swing" before 
crash runs has been removed 


XBOX 360 


Burnout Revenge 


> STYLE 1 OR 2-PLAYER RACING (UP TO 6-PLAYER VIA XBOX LIVE) > PUBLISHER ELECTRONIC ARTS 


> DEVELOPER CRITERION GAMES > RELEASE MARCH 7 > ESRB Е10+ 


WHEN EVEN FAILURE IS FUN 


t's rare and downright delightful when failing 

in a game is as much fun as victory. Burnout 

Revenge for 360 is a blast from beginning to 

end, and the additions from the current gen- 
eration release enhance both gameplay and the 
franchise's all-around good time vibe. Sure, sloppy 
racing won't win you trophies, but it will treat you 
to snippets of explosive destruction so over-the-top 
that only the soulless won't smile. The updated car 
deformation and new paint damage leaves your ride 
with scars of automotive carnage unleashed by your 
very hands. With this system of rewards for screwing 
up, but even bigger payoffs for getting a line right, the 
game has a unique balance for casual and experi- 
enced fans alike. 


п During online matches, tons of extra 
information is provided. Expect to see 
when opponents crash or how much 
damage (in dollars) everyone's done, 
depending on the match type 
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The game's ease 
and accessibility is 
one of Burnout's 
greatest assets and 
the rest of the game 
skillfully does nothing 
more than reinforce 
its general fun factor. 


Burnout Revenge is like Othello — a minute to learn, 


a lifetime to master. And every step between the 
first race and the last is worth repeating for bigger 
crashes, faster races, and more demolition. 

And yet, most of this feel is carried over from the 
excellent versions available on Xbox and PS2, so 
why care about this release? Mostly, because the 


E There are 10 new crash 
junctions in the 360 
version of Revenge 


360 edition isn't just a port. Improved textures and 
resolution lengthen the draw distance, letting players 
plan even further ahead. Тһе 5605 updated Live 
features tap into gamers' most primal desires — 
uploading your best crashes for player feedback lets 
you brag on a worldwide stage. The Live Revenge 
tracking tells you where you stand with any other 
racers on the course. Did NinjaLoot take you out 
three times in the last race? The game lets you (and 
that sucker) know, and encourages players to settle 
the score. Revenge is a virtue and the game makes 
it sweet indeed. 

While | certainly won't suggest that Burnout is the 
sole racing game for fans of the genre, | am totally 
comfortable saying it is one that every next-gen 
owner really should have. Sure, there are conces- 
Sions that need to be made in the name of acces- 
sible arcade-style racing. The cars are all fake, it's 
totally true that blind luck and reckless speed can 
win over skill, and sometimes you get screwed by 
traffic you couldn't see or a wall nubbin that sticks 
out just far enough to cause an unexpected crash. 
Without a doubt, these are all problems to varying 
degrees. But, as a person who likes fun, | say either 
get over it or go crawl back into that soulless hovel 
you call a life. So go out, have fun, destroy some 
fake cars, and make a bunch of enemies online. 
After all, even failing in this game is fun.—LISA 


> Concept: Pimp and tweak the 
graphics and online experience to 
be even more delightful than the 
current-gen versions of the game 


> Graphics: Improvements big 
and small both add to the excite- 
ment and the actual gameplay 


? Sound: The new soundtrack 
mix is way better than current gen, 
while the roar of engines is just as 
overpowering (in a good way). 


> Playability: Arcade-styled 
destruction with enough variety to 
make the whole ride worthwhile 


> Entertainment: Fast and 
explosive, the Burnout series has 
probably never been better 


> Replay Value: High 


Through faultless controls 
and an incredible display 
of vehicular deformation, 
screaming at breakneck 
speeds is just as enjoyable 
as turning your car into ап 
unrecognizable smoldering 
heap. Burnout has made a 
name for itself by blending 
towering levels of destruc- 
tion with nearly incompre- 
hensible speeds, but it's the. 
online features that take the 
front seat in this iteration. 
Never before have 1 seen 

a game succeed so greatly 
in highlighting the players 
around you. Going into а 
race, you'll know full well if 
you've faced another player 
before; and based on how 
you fared against them, will 
either find yourself gunning 
to knock their car off of the 
track or avoiding them at all 
costs. The thrill of competi- 
tion is there even before 
the race begins. Even if 
you've already played this 
game on your PS2 or Xbox, 
the list of achievements 
and excitement derived 
online makes it worthy of a 
second spin.—REINER 


Е Being on foot actually isn't that 
bad, since you can carjack enemies 
way easier than in Halo 2 


XBOX 360 


The Outfit 


> STYLE 1-PLAYER ACTION (ОР TO 8-PLAYER VIA XBOX LIVE OR SYSTEM LINK) > PUBLISHER THQ > DEVELOPER RELIC ENTERTAINMENT 


> RELEASE MARCH 13 > ESRB М 


THEIRS IS NOT TO REASON WHY 


appreciate a simplistic run-and-gun approach 

to gaming as much as the next guy — Painkiller, 

Serious Sam, and Mega Man are all franchises 

that | very much enjoy. However, those titles 
also have super-tight gameplay and rigorous chal- 
lenges to be passed, which do a lot to instill a sense 
of accomplishment and victory in the player. The 
Outfit, on the other hand, has all of the gratuitous 
violence with little of the supporting framework that 
makes an experience like this genuinely fun. 

On the plus side, it's hard not to enjoy a title that 
has the level of sheer destruction that The Outfit 
offers. Cast as a sort of superhuman action star 
supersoldier, players will oversee (and cause) more 
damage to the Nazi military than General George 
S. Patton. Secret rocket laboratories, über-tanks 
on railroads, and garden-variety divisions of the 
Wehrmacht all feel the titular Outfit's wrath during 
the course of the game. There's something satisfying 
about watching an enemy tank's magazine catch fire 
and send debris flying in a glorious cloud of wrecked 
metal, and that sort of moment happens on a nearly 
constant basis. 
Unfortunately, the entire single-player campaign is 
plagued by irritations, on both design and technical 
levels. The fact that you can't lose takes away much 
of the tension that makes 
achieving something excit- 
ing. Dying simply 
means respawn ipei 
at the nearest 
control point 
that your 


team owns, and the scripted Nazis rarely bother to 
try to take back any of your territory. The counter- 
intuitive vehicle control scheme, all-too-frequent 
collision oddities, and loose aiming and hit detection 
further prevent the action from being as seamless as 
gamers expect out of a triple-A title. 

While multiplayer isn't free from the technical 
problems of the single-player portion of the game 
(though finding, joining, and playing games during 
our tests was as smooth and easy as can be), it is 
nonetheless leagues beyond in terms of fun. Facing 
off against other players requires actual strategic 
thinking when buying and placing the vehicles, 
turrets, and airstrikes through the Destruction on 
Demand menu, which adds a lot to the gameplay. 
The maps seem fairly well-balanced as well, even 


. E Flamethrower tanks kk М 


are as hilarious as you'd 
expect them to be 


the asymmetrical ones. Online play does have its 
own set of problems, though. The structure of the 
game makes it very easy to bypass enemy lines and 
sneak in a surprise attack or capture an undefended 
strategic point. This wouldn't be a problem except 
for the fact that the fighting often devolves into 
complete and utter chaos, which tends to invalidate 
the strategic aspect. It can still be a lot of fun, but 
The Outfit can't really hold a candle to top-tier online 
titles like Halo 2 or Battlefield 2. 

If all you're looking for out of your $60 is a relax- 
ing, casual way to do a ton of damage to both your 
surroundings and the enemy, The Outfit certainly 
won't steer you wrong. For those whose tastes run 
more toward competetion or challenge, this could 
well be a recipe for disappointment.—ADAM 


is: reviews | 
BOTTOM 7 : 7 


LINE 
> Concept: Blow up a whole 
bunch of Nazis in what boils 
down to a simplified version of 
the PC Battlefield franchise 


> Graphics: Pretty, but nothing 
special on the 360 


> Sound: Nondescript war 
booms and bangs. Occasional 
unintentionally hilarious voice- 
acting is the high point 

> Playability: Aiming is a bit 
loose, but dropping in equip- 
ment through the Destruction 
оп Demand system is smooth 
as butter 


> Entertainment: As much 

as they'd have you believe 
otherwise, this is little more than 
mindless explosions – not that 
there's anything wrong with that 


> Replay Value: Moderate 


must be criticized for its 
highly repetitive mission 
structure, obnoxious story, 
spotty targeting system, 

and intoxicated approach 
toward vehicle control. On 
the other hand, The Outfit 
should be heralded for its 
unique approach to online 
skirmishing and also as an 
excellent venue for blow- 

ing stuff to kingdom come 
and running over Nazis with 
tanks. From my perspective, 
а perspective that has a soft 
spot for the glorification of 
mass destruction, the pros 
definitely outweigh the cons 
in this sloppily fought war. 
For every second that it plays 
with your nerves, it delivers, 
hours of senseless and just 
flat-out fun violence, After 
all, it's not every day that you 
can click a button to make а 
tank parachute out of the sky 
and right into your lap. ..or 
perhaps onto the heads of 
your enemies.—REINER 


САМЕ INFORMER 129 


29 reviews 


The ability to take the fight to the ocean 
15 less impactful than you'd think 


The Lord of the Rings: 
The Battle for Middle-earth Il 


> STYLE 1-PLAYER ACTION (UP TO 8-PLAYER VIA INTERNET OR LAN) > PUBLISHER ELECTRONIC ARTS > DEVELOPER EALA 


> RELEASE FEBRUARY 28 > ESRB Т 


THE OTHER FRONTIER 


using the content from the recently-acquired 
license to the Lord of the Rings books with 
its existing movie-based assets has resulted 
in another winner for Electronic Arts. It's а 
treat to see the rest of Middle-earth, from the Grey 
Havens to the eastern stretches of Rhun, rendered in 
the style of Peter Jackson's excellent films. Likewise, 
exploring the fates of Mirkwood, Dol Goldur, and the 
dwarven kingdoms of the north is a trip for any Lord 
of the Rings fan. Some unresolved flaws in the nuts 
and bolts of Battle for Middle-earth 115 gameplay 
Prevent it from being a true classic, but dealing with 
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them is a small price to рау to experience емегу- 
thing else this title has to offer. 

The major changes in this sequel — more tradi- 
tional free-form base construction and extensive 
options for walls and other defensive fortifica- 
tions — are most welcome. Putting these decisions 
in the hands of the player makes it much easier to 
control your own destiny, rather than relying on the 
designers to create a balanced map. Not only is it 
easier to execute whatever strategy you decide on, 
but there are a wealth of new tactics to employ that 
simply weren't possible in the first game. 


Sissy/£lven architecture 
3daesn'tstand up to Mountain 
Giants for very long = - 


A fully-developed base 
is a sight to behold 


Special powers, like summoning the Watchei 
are much more user-friendly in this sequel 
s ы 


кж T 


Deploying effective defenses, however, is still 
harder than it needs to be. Too many times an entire 
company of orcs was able to slide through a tiny 
gap between my walls and the adjoining mountains, 
nullifying all of my careful work. Also, siege units take 
down buildings entirely too quickly. | understand 
that there need to be counters available against 
static defenses, but one bash from a battering ram 
shouldn't drop my expensive tower. Similarly, the 
ability for cavalry to literally plow through infantry 
units like а hot knife through butter seems a bit 
cheap. The system feels more like an arbitrary rock/ 
paper/scissors hard-counter setup than a logical dis- 
tribution of strength between different unit types. 

None of this matters when you're commanding a 
host of Elves led by Glorfindel against the might of 
the goblins and their troll and giant allies, though. 
Desperately trying to bring your archers to bear 
before a marauding fellbeast decimates your infantry 
corps is an incredible thrill. And crushing the hob- 
bits under the boots of literally hundreds of troops 
even makes up for the pillow fight at the end of 
The Return of the King. The Battle for Middle-earth 
Il delivers these moments one after another, and 
doesn't ever seem to run out of ways to make your 
hair stand on end with sheer awesomeness. For 
all its flaws, this is one of the best licensed games 
to ever hit shelves, and easily worth the price tag 
unless a bit of loose gameplay here and there is a 
dealbreaker for you.——ADAM 


BOTTOM 


> Concept: Clean up some of 
the issues from the first game, 
and move the setting to the 
secondary conflicts in northern 
Middle-earth 


> Graphics: A little chugging 
with a ton of units onscreen is 
forgivable given the astounding 
overall beauty 


> Sound: | thought nothing 
could top a good Star Wars game 
for spine-tingling audio design. | 


lity: Your troops are 
still dumb as hell, but the new 
formation-based movement 
is brilliant 


> Entertainment: As a casual 
romp through Middle-earth, this 
excels, As a balanced and deep 
RTS title, though, not as much 


> Replay Value: Moderately 


Second Opinion 8.25 


Hobbits? | don't care about 
Hobbits. While they are 
blissfully smoking their 
weed without a care in the 
world, the rest of Middle- 
earth is busy trying not to 
get a goblin axe to the face. 
But hey, that's the way | 
like it, and that's the way | 
like my Lord of the Rings 
games - action-packed. 
This sequel doesn't skimp 
‘on the epic battles, and the 
new method of structure 
building (although not with- 
out its faults) gives some 
much-needed freedom. 

As much as the pathfind- 
ing or ally Al let me down, 
this game gives you all the 
tools to make you feel like 
you're really participating 

in the important battles of. 
Middle-earth - whether 
that's fortifying against coun- 
ter-attacking goblin hordes 
with garrisoned fire archers 
or calling upon a wide range 
of readily available magic 
spells. That Tom Bombadil. 
guy sure is a strange chap, 
but he saved my butt more 
than once —KATO 


Galactic Civilizations Il: 
Dread Lords 


> STYLE 1-PLAYER STRATEGY > PUBLISHER STARDOCK > DEVELOPER STARDOCK > RELEASE FEBRUARY 21 > ESRB Е10+ 


| E The interface is easy to use 
||. and powerful - which is far more 
important than pretty graphics 


Еа 
CIVILIZE THE GALAXY 


mpire simulation fans got a 

serious kick to the groin when 

Master of Orion III failed mis- 

erably to live up to the series" 
legacy — or provide anything resem- 
bling a good game, for that matter. 
Thankfully, Galactic Civilizations ІІ is 
here to make us forget about that 
travesty. This title scratches much the 
same itch as the old Orion games, 
and mixes up the 4X formula in a few 
unique and cool ways. 

After setting up your random 
galaxy's parameters and customizing 
your race's special abilities (are your 
people gifted engineers, superior 
researchers, or hardy warriors? The 
level of customization is fantastic), 
you're thrust into the task of guiding 
your culture to dominance. All of the 
usual balancing between economy, 
technology research, infrastructure 
development, and military buildup is 
handled very well here. Expansion is 
a little more of a crap shoot than I'd 
like, given the nature of trying to find 
habitable planets to colonize, but that 
can be tweaked to your liking when 
creating a galaxy to play in. Overall, 
it's the same drill we've seen in the 
genre for years, but done elegantly 
and well. 

In contrast to similar games, 
however, is the limited amount of 
army management and deploy- 
ment options. Especially in the early 
parts of the game, there simply isn't 


== 


much to do, and once the galaxy 
is fully colonized, a fairly lengthy 
“build-up” time almost invariably 
ensues for every faction. This can 
get overly tedious with the amount 
of "end turn” button clicking, but is 
well rewarded by the exciting end- 
game, as the various empires try to 
out-maneuver each other politically 
and militarily. 

As much as the rest of the game 
is par for the course, the diplomacy 
model used in this title is well worth 
taking notice of. It's quite simply the 
best I've ever seen this facet of an 
empire game implemented. A vast 
array of different factors play into how 
well an opposing leader likes you, 
and trying to balance them for every 
rival is very engaging. Also, the layout 
of the technology tree gives more 
pacifistic players lots of options for 
non-military paths to victory, whicl 
opens up the possibilities for many 
different strategies. If a diplomatic 
style of play appeals to you, this is 
your game. 

As with any game in the genre, this 
comes with endless possible hours of 
gameplay with its multiple difficulties, 
а random map generator, and almost 
infinite ways for a game to play out. 
In all, Galactic Civilizations Il is worth 
a play for any genre enthusiast, and 
exactly what stranded Master of Orion 
fans have been waiting fo.—ADAM 


BOTTOM 
LINE 8 


> Concept: Build a space 
empire, and conquer or other- 
wise dominate your rivals 


> Graphics: The fully zoom- 
able 3D galaxy is cool. Too bad 
it's much easier to play fully 
zoomed out 


> Sound: You'll be humming 
the single looping ambient 
track after a five-hour marathon 
session, unless you think to turn 
iTunes on 


> Playability: But for a few 
strangely placed controls, the 
interface is brilliant 


> Entertainment: This is the 
best 4X space game around, bar 
none. It's no Civilization IV, but 
then again, what is? 


> Replay Value: Moderately 
High 


Тһеге no surface reason 
why I shouldn't like this 
game more than | do. | 

love turn-based strategy. | 
teally do. Something about 
GalCiv Il just didn't jive for 
me. | was thoroughly excited 
about building my own 
ships, researching far-flung 
technologies, and reaching 
my imperialistic arm across 
the stars. The problem was, 
1 never really felt like any 

of those things were hap- 
pening because of me. Too 
much of the game seems 
to run on autopilot, leaving 
me staring at a screen where 
cursors and icons flit about 
known space, apparently 

to orders | issued long ago. 
That's not to say this sequel 
is poor. The intricate inter- 
play of economics, military 
development, trade, and 
keeping your citizens happy. 
is handled marvelously, and 
patient players can be well 
rewarded for their time. As 
for this patient player, | felt 
that particular virtue a tad bit 
strained —MILLER 


The Sims 2: 
Open for Business 


> RELEASE FEBRUARY 28 > ESRB Т 


> STYLE 1-PLAYER SIMULATION > PUBLISHER ELECTRONIC ARTS > DEVELOPER МАХІ5 


TYCOON, MY ASS 


o what really happens when your Sims go 

to work? The end-of-day progress report 

and cash infusion don't really get into the 

gritty details, but Open for Business has 
players living out this usually sped-through part of 
the virtual lifestyle. While as ambitious on paper 
as the University pack, Open for Business ends up 
being less robust and more of a diversion than it 
really ought to be. 

New or existing Sims need only purchase a 
community lot or opt to start an in-home business 
to get the new content rolling. You'll hire employ- 
ees based on brief resume-like summaries for 
each applicant, assign them duties, and design the 
particulars of your shop. Employees will quit, some 
really ought to be fired, and managers will need 
to be in charge more and more as your empire 
grows. It can be a lot to manage, and | think this 
sense of overwhelming tasks is the expansion's 
biggest problems. 

When working on the Open for Business con- 
tent, any other normal Sim-stuff is a task over 
and above what can reasonably be done. Like 
real-world small business owners, socialization 
and doing anything that isn't work are both effec- 
tively off-limits — there just aren't enough hours in 
the day. 

But even with all of these things to do, the 
game doesn't really feel like a fleshed out busi- 
ness simulator. It's more busy work than resource 
management. Parameters like pay scales and how 
much to charge for goods can be tweaked, but 
any in-depth features like finding paying custom- 
ers or making sure that the store location is prime 
real estate are non-issues. If you build it, they will 
come. Open for Business doesn't take advantage 
of the Sims' best qualities and also falls short as a 
stand-alone idea —LISA 


> Concept: Let your inner entre- 
preneur fly free 


> Graphics: The Sims 2 engine 
holds up beautifully, and this 
expansion doesn't break the 
system 


> Sound: The addition of in- 
store muzak is both witty and 
super irritating 


> Playability: For the first 
time in a long time, the new 
gameplay isn't explained very 
well at all 

> Entertainment: It's okay at 
a lot of stuff, but masters noth- 
ing. . .so the fun is more hit and 
miss than most Sims offerings 


> Replay Value: Moderate 


Second 


Sell robots! Fire people! 
Make employees dress like 
ninjas! You'd think that a 
game with features like that 
would sell itself, but Open 
for Business under-deliv- 

ers on all of its promises, 
making these actions feel 
like afterthoughts rather than 
core gameplay changes. The 
new mechanics, like manag- 
ing employee morale and 
delegating tasks, could have 
been brilliant, but you're 
never allowed to focus on 
them because your attention 
is split in too many direc- 
tions (like finances, life at 
home, and staying alive). 
And why is there specialized 
content for only a few types 
of shops? Some Sims expan- 
sions give you more items 
without changing the way 
you play. Open for Business 
does the opposite, provid- 
ing some potentially clever 
systems without supplying 
the content needed to back 
them up.—JOE 
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PSP. 

WRC: FIA 
World Rally 
Championships 


> STYLE 1 OR 4-PLAYER RACING (UP TO 
&-PLAYER VIA AD-HOC) 

> PUBLISHER NAMCO BANDAI 

> DEVELOPER TRAVELLER'S TALES 

> RELEASE MARCH 14 > ESRB E 


WRCis a well- 
respected franchise, 
and Traveller's Tales 

" does an awesome 
job with this PSP port. The sense of 
speed is good and so is the feeling 
that your life is in danger. One thing 
that the developer did for people who 
aren't rally purists is add ghost cars for 
your opponent's track times, so you 
never have to race solo. There is some 
pop-up - but it doesn't distract – and 
the only downside to the title is that it 
doesn't have a manual transmission 
option. This is frustrating because 
your car doesn't always downshift for 
power when it needs to. Hands down, 
WRC is some of the best racing on 
the PSP.—KATO 


BOTTOM LINE 


AUER 


I'm: Vince, 
SaintLogic Head of Security. 


Metal Gear Acid 2 


> STYLE 1-PLAYER STRATEGY (2-PLAYER VIA AD HOC) > PUBLISHER KONAMI 
> DEVELOPER KOJIMA PRODUCTIONS > RELEASE MARCH 28 > ESRB M 


PSP. 


Fight Night 
Round 3 


> STYLE 1-PLAYER SPORTS (2-PLAYER VIA 
AD-HOC OR INFRASTRUCTURE) 

> PUBLISHER EA SPORTS 

> DEVELOPER EA CANADA 

> RELEASE FEBRUARY 14 > ESRB Т 


TWO OF A KIND 


hen the PSP came out 

last year, Metal Gear Acid 

helped Solid Snake sneak 

away from his console 
origins and distinguish himself on the 
handheld. As a card-based strategy 
franchise, Acid's departure from the 
stealthy action of the Solid series 
was innovative and fun, and it left 
many gamers hungering for more. 
Fortunately, this is exactly what Acid 2 
delivers; it doesn't stray too far from 
the original, but it does streamline 
the gameplay and the strategy into a 
more accessible experience. 

Like the first Acid title, this sequel 
is an addictive balance of luck and 
tactical thinking. There are new cards, 
a different sidekick, and more varied 
objectives that keep the missions 


believe that ogling clearly uncomfort- 
able women through cumbersome 
3D goggles changes the way you 
experience Metal Gear, the whole 
"Solid Eye" thing is just a novelty. 
While you can technically use 
it during normal gameplay, 

| topped out at about five 
minutes before the eye 
Strain kicked in. 
It's a good thing 
the game has 
plenty of other 
selling points. 

For the new- 
comers, the tutori- 
als are easy to 
understand, and 
the non-card actions 
(like crawling and 


of those homicidal dolls. They loved 
killing so much!), though it's still 
packed with plenty of intrigue and 
betrayal to drive the action 
forward. | wouldn't go so 
far as to call the battles 
} |) fast-paced, but they are 
Pi!) surprisingly intense as 
f you find yourself face to 
face with a guard praying 
you draw that pivotal 
card on your next tum. 
It may not be a 
revolutionary step for- 
ward, but Metal Gear 
Acid 2 applies polish 
| in all of the right 
places and gives 
us even more rea- 
sons to expect good 


> Concept: Snake combined 
with poker, Poker is the game 
where you blow up walking tanks 
with Nikita missiles, right? 


> Graphics: The colorful manga- 
esque art, not the 3D, is the 
biggest visual draw 


> Sound: Some voice acting 
could really spice up the dry dia- 
logue scenes and make the plot 
more engaging 


> Playability: Easier than before, 
though the learning curve is still 
fairly steep. It'll take a few hours 
to get a handle on things 


> Entertainment: Patience 
and persistence will be the most 
rewarding, but occasional reck- 
lessness is pretty hilarious. 


> Replay Value: Moderately 
High 


Second Opinion | 


The card-based combat in. 
MGA 2 is way more action- 
packed than you'd imagine. 
a turn-based strategy system 
could be. The wide variety 
of available actions leads. 


воттом оме dm really starting to exciting (Look out for that train, knocking) are simple to things from this fran- to almost infinite variations 
wish the PSP had Snake!). All of these additions are execute, making it much chise in the years on how a fight can play out; 
7.75 another analog stick. well implemented, but apart from its less convoluted than the to come.— JOE the tide can eae 

But, as much as | miss new graphical style, Acid 2 doesn’t do first Acid game. The story isn't WM Pee 

the awesome control of the console. anything to establish a separate iden- ^ particularly compelling (maybe | nd di 

version, | couldn't really imagine a way tity for itself. As much as | want to just miss the passion ПТ 

EA Canada could һауе done a better Р ) P tions. The more colorful 

job of translating Fight Night to PSP, visuals are definitely most 

given the limitations of the hardware. E status ee ul MEET THE VETERANS T ДЫ oe | 

Its got almost all the features of the if ty One cool new additions to Acid 2 is the Arena Mode, without the headache induc: 


console versions, and the ability to twist 
your torso with the shoulder and analog 
nub does give you some of the fluidity 
of the original. Yes, it's a little hard to go 
back to button-based boxing, but this 

is a nice-looking port of a great game. 
Unfortunately, this is being docked 
points for its ridiculous scheme that 
forces you to pay for online or give 
ESPN your email address —MATT 


132 GAME INFORMER 


Land utilize your options 


where players use their decks from the main game to 
challenge classic Metal Gear Solid characters in two- 
on-two duels. These fights can be pretty brutal (though 


there is an easy setting to soften the blows), but the 
satisfaction of taking down these villains is well worth 
it. Here's who you can expect to encounter: 


Liquid Snake 
Vamp 
Fortune 


Revolver Ocelot 
The End 
The Boss 


ing Solid Eye, which is thank- 
fully optional, Luckily, some 
annoying camera problems 
anda few questionable 
implementations of the stra- 
tegic aspects of play aren't 
enough to really halt the fun. 
Not every popular franchise 
offshoot is a good idea, but 
this Metal Gear spinoff gets 
my vote —MILLER 


Untold Leg 


ends: 


The Warriors Code 


> STYLE 1-PLAYER ACTION/RPG (UP TO 4-PLAYER VIA AD-HOC, INFRASTRUCTURE, OR WIRELESS LAN) > PUBLISHER SONY ONLINE 


ENTERTAINMENT > DEVELOPER SONY ONLINE ENTERTAINMENT > RELEASE MARCH 14 > ESRB T 


aoe 


«б 


FUN IN THE SHALLOW END 


obody will ever say that 
Untold Legends: Warrior's 
Code is any kind of revolu- 
tion in gaming. However, 
there's nothing at all wrong with 
being a very solid, very entertain- 
ing title that does exactly what 
it sets out to do, which is just 
what this is. Most of the issues 
in last year's Untold Legends: 
Brotherhood of the Blade have 
been fixed; combat is much more 
interactive with the addition of 
charge-up attacks and attacks of 
opportunity, and the interface is 
exponentially smoother. But, at the 
end of the day, this is just another 
hack n' slash — albeit a pretty 
good one. 

I was honestly surprised by 
how much better the basic fight- 
ing in Warrior's Code is than the 
“mash-X-until-it-dies” mantra of 
the first game. Various slowing 
and stunning abilities available 
to the different classes, along 
with the aforementioned special 
attacks, put the player in tenuous 


«0, 


Unfortunately, the 
beast forms don't 
impact gameplay much 


control of a dynamic battlefield. 
Due to the scarcity of enemy 
types, however, battles do eventu- 
ally all start to feel pretty similar 
to each other - even boss fights, 
the vast majority of which are 
merely against a powered-up 
version of a regular baddie. Of 
course, the incessant calling of 
more experience and magic items 
is a powerful draw to keep play- 
ing anyway, and getting a new 
skill or encountering a different 
enemy can quickly revitalize апу 
waning interest. 

Outside of occasionally making 
the player run through big, empty 
expanses of very similar-looking 
environments and a few rough 
edges to the multiplayer imple- 
mentation (which is nonetheless 
fairly enjoyable), Warrior's Code is 
one of the better action/RPGs to 
hit the market recently, regardless 
of platform. 1 wouldn't hesitate 
to recommend this to anyone 
with even a passing interest in 
the genre.——ADAM 


BOTTOM 


LINE 8 .25 


> Concept: Smash your way 
through an unending horde of 
fiends in your quest for levels 
and loot. ..er, to save the world 


> Graphics: Effects are pretty, 
but environments can get awful- 
ly boring after looking at the 
same tileset for two hours 


> Sound: The only notable 
sounds here are the cues that 
inform you of what's actually 
going on in the chaos onscreen 


> Playability: The few rough 
spots on the original's interface 
have been smoothed out, 50 
control is nice and tight this 
time around 


> Entertainment: This isn't 
exactly the deepest game around, 
but it's definitely amusing 

> Replay Value: Moderately 
High 


Second Opinion 8.25 


Finally, the piece of fat loot 
{ме been waiting for has 
been dropped into the PSP 
library. love a good dun- 
geon crawler, although the. 
first Untold Legends didn't 
do a lot for me. Fortunately, 
The Warrior's Code is a 
huge improvement over the 
original. The combat engine 
is much stronger, and the 
character classes are more 
original, giving the franchise 
some sorely needed person- 
ality. Plus, my character totally 
‘owns, which is always nice, 
Easy to pick up and play, but 
complex enough to prevent 
boredom in long gaming 
sessions, Warrior's Code 

has instantly become one 

of my favorite titles for the 
system.— JEREMY 
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PSP QUICKIES 


S "и 6,75 


Ys: The Ark of Napishtim 


> STYLE 1-PLAYER ACTION/RPG > PUBLISHER KONAMI > DEVELOPER FALCOM 
> RELEASE MARCH 1 > ESRB Е10+ 


veryone knows 

that in any set of 

twins, one is good 

and the other is 
evil. Thankfully, the evil 
twin always has some 
conspicuous identifying 
mark, like a horrible scar 
or a goatee. Now, while 
Ys: The Ark of Napishtim 
on PSP may seem like a 
nearly identical port of last year's PS2 release, astute gamers will notice the 
deformity that marks it as the sinister half of the duo: agonizing load times. 
Sometimes taking as long as 20 seconds, these intermissions break up the 
action like your mom at a make-out party. What was an average nostalgic 
sword-slashing game on PS2 has become a choppy, awkwardly-paced hand- 
held adventure with a soundtrack player and a couple of new minigames 
tacked on to throw you off of the obviously evil scent. —1JOE 


PSP BOTTOM 7 


MLB “06 Тһе Show - 


> STYLE 1-PLAYER SPORTS (2-PLAYER VIA AD НОС AND INFRASTRUCTURE) > PUBLISHER SONY 


COMPUTER ENTERTAINMENT AMERICA > DEVELOPER SCEA SAN DIEGO > RELEASE MARCH 1 
> ESRB E 


was harsh towards 
the console version, 
and although this 
edition shares many 
of its faults, it's still pretty 
good. That and the lack 
of competition make this 
a title you wouldn't regret 
picking up. Be warned, 
however, as the game still 
has some bugs; infield- 
ers can have trouble picking up grounders while on the run, pitchers have 
unusual stamina, and outfielders can make some ridiculous throws to the 
bases. The pitching meter is a little small on the PSP and takes getting used to, 
but otherwise this port captures the console version warts, sweet animations, 
and а.——КАТО 


PSP BOTTOM 8 25 
INE в 
Mega Man Powered Up : 


> STYLE 1-PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER CAPCOM 
> RELEASE MARCH 14> ESRB Е 


'm not one to be 

taken in by cutesy 

graphics and what 

Japanophiles call 
"quirk" However, under- 
neath the saccharine 
sweetness of this game's 
exterior lies a Mega Man 
game for the ages. All of Se 
the original levels from = 
Mega Man (the first one) 
plus remixed versions of each are available to test your platforming skills, 
and beating a boss without using the weapon it’s weak against will unlock it 
as a playable character. Multiple difficulties and a map-making tool are even 
included. Mega Man Powered Up shows its Mega Man heritage by being 
cheap at times and somewhat short in length, but it delivers in just about 
every way you could hope for, given that it's basically a remake of a game 
that's almost 20 years old.— ADAM 
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se reviews 


Í HANDHELD QUICKIES 


BOTTI 
LINI 


NINTENDO DS 
Tamagotchi Connection: 
Corner Shop 


> STYLE 1-PLAYER ACTION > PUBLISHER NAMCO BANDAI > DEVELOPER BANDAI/NANAON-SHA 
> RELEASE JANUARY 31 > ESRB E 


53 "тп always annoyed Бу crappy products 
XJ, 
25. 


ГА 


- 


that make people say, "This would be 
great for a kid" as if they can or should 
deal with junk just because they have 
© less life experience. But I'm going to bend 
that rule a bit for Tamagotchi Connection: 
Corner Shop because it has some honestly 
high quality features and its one big downfall 
(repetition) is something that kids seem to 
almost value. Without a doubt, the poppy 
graphical style, high quality music, and 
delightfully bizarre activities will appeal to 
everyone; while the constant reward structure 
for doing the same thing well (over and over 
-= again) offers more than enough positive rein- 
forcement for the younger set. Kids, especially, are asked to play things much 
NINTENDO DS 


worse than this Corner Shop collection —LISA : 
BOTTOM : 
The Rub Rabbits! 


> STYLE 1 OR 2-PLAYER ACTION (UP TO 4-PLAYER VIA WIRELESS) > PUBLISHER SEGA 
> DEVELOPER SEGA > RELEASE FEBRUARY 7 > ESRB T 


n all, this sequel to last year's Feel the Magic 
is just too darn aware of itself. The uninten- 
tionally dirty translation mistakes are largely 
gone, the hero is pretty savwy, and the story 
almost kind of makes sense. Thematically, each 
of these changes takes away some of the fran- 
chise's “Woah, did that really just happen?” vibe. 
With regard to pure gameplay, some minigames 
are far more successful than others and | felt like 
as | got further into the story mode, the difficulty 
amped up only because of unwieldy controls and 
not because of better-designed mousetraps. The 
extra modes are well worthwhile, though, as are 
some of the activities (like making a dress out of leaves or poking your girlfriend 


the way she poked you...which sounds way naughtier than it is) —LISA 
Super Monkey Ball: 


Touch & Roll 


> STYLE 1-PLAYER ACTION (UP TO 4-PLAYER VIA WIRELESS) > PUBLISHER SEGA 
> DEVELOPER SEGA > RELEASE FEBRUARY 21 > ESRB E 


NINTENDO DS 


hen a game begins by asking you 
to poke a monkey in the butt with 
the DS stylus, you know you're in 
good hands. Super Monkey Ball is 
one of those titles that is nearly impossible not 
to love, unless you have some mindless hatred 
of fun or cartoon simians. | like both just fine, 
and it doesn't take a genius to understand how 
Monkey Ball's tilting gameplay is well suited to 
the DS. It (mostly) works great, too, although 
| do think there is a subtle degree of precision 
lost in the transition from analog stick to touch 
screen. With 50 new levels, 50 favorites from 
the past, some cool new minigames like the 
FPS Monkey War and a version of air hockey, plus single-cart multiplayer, this is 
yet another nice addition to the DS library.— MATT 
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SCORE 


NINTENDO DS 


Tetris DS 


> STYLE 1-PLAYER PUZZLE (UP TO 10-PLAYER VIA WIRELESS, OR UP TO 4-PLAYER VIA NINTENDO WI-FI) > PUBLISHER NINTENDO 
> DEVELOPER NINTENDO/ELORG > RELEASE MARCH 20 > ESRB E 


IT’S A WHOLE NEW BALLGAME 


his is one of the easiest 
reviews I've ever written. 
With most games, there's 
always an element of 
personal taste and preference that 
come into forming an opinion. 
What's fascinating to me might 
be boring to you. 
However, with 
Tetris DS, there just 
doesn't seem to 
be much room for 
debate. When you 
take a game that's 
brilliant enough to 
have endured on 
nearly every game 
system of the last 
20 years, then add 
some interesting 
and clever new 
modes that manage 
to put a fresh spin 
on Tetris's clas- 
sic building-block 
action puzzles, you've got a clear 
winner on your hands. 

Obviously, Tetris DS has the. 
original classic mode that we've 
enjoyed for years, although you 
do get to watch Mario progress 
through some levels from the NES- 
era Super Mario Bros. series as you 
complete lines. It's also available 
{ог Wi-Fi and wireless play, adding 
another great multiplayer experi- 
ence for the DS. However, the big 
news here is the new gameplay 
modes, which offer some nice 
twists on a familiar experience. 


My initial favorite was Push 
Mode, which pits you against the 
computer or a friend and has you 
placing blocks falling from either 
the top or the bottom of the 
screen. As you complete lines, your 
opponent is pushed back towards 
a football-like goal 
line. It adds a cool 
competitive ele- 
ment to the game, 
and is probably 
my favorite of all 
the new modes. 
However, Puzzle 
(which gives you 
a limited number 
of pieces and 
moves to clear 
a set of lines), 
Catch (а unique 
Metroid-themed 
scrolling game that 
will pretty much 
rewire the way 
your brain thinks about Tetris), and 
Touch (which exclusively uses the 
stylus), are all great in their own 
right. Aside from some small prob- 
lems | had with rotating blocks in 
Touch mode, it's a well-designed 
and executed game from top to 
bottom. | can't think of a better 
way to kill a long plane ride, and 
| expect lapsed Tetris fans who've 
migrated to other puzzle games 
will be making their way back into 
the fold after playing this excellent 
reinvention of one of gaming's 
greatest titles —MATT 


BOTTOM 
LINE 


9.25 


> Concept: The most creative 
and sweeping change to happen. 
in the Tetris universe in years 


> Graphics: The old-school 
Nintendo themes add some 
interest to the traditional 
Tetris look 


> Sound: Classic Nintendo-style 
tunes will delight old-schoolers 


> Playability: Implements the 
classic Tetris mechanics along- 
side some clever uses of the 
touch screen 


> Entertainment: An all-time 
great gets a much needed over- 
haul; put this at the top of your 
DS wish list 


> Replay Value: High 


Second Opinion 9.25 


Generally speaking, | see 
"new" editions of Tetris as 
having the same effect as 
updated packaging on an 
established foodstuff – new 
look, same great taste. Tetris 
DS isn't this situation at all. 
While an original flavor is 
included (with a spiffy new. 
look), the rest of the product 
is a collection of top-notch 
variants on the Tetris for- 
mula that each add new 
Strategy and mindsets to the 
classic puzzler. Add on the 
detail that each game type is. 
decorated with visuals from 
a legendary Nintendo fran- 
chise, and Tetris DS becomes 
a must-buy for anyone 

with the hardware to run it. 
—LISA 


Daxter = 


> STYLE 1-PLAYER ACTION/PLATFORM (2-PLAYER МА AD HOC) > PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA > DEVELOPER READY AT DAWN > RELEASE MARCH 21 > ESRB E МВА Ва! lers: 
Rebound 


> STYLE 1-PLAYER SPORTS (UP TO. 
2-PLAYER VIA AD HOO) 

> PUBLISHER MIDWAY 

> DEVELOPER MIDWAY 

> RELEASE MARCH 27 

> ESRB E 


PSP 


Pursuit Force 


> STYLE 1-PLAYER ACTION/RACING > PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA > DEVELOPER BIGBIG STUDIOS 
> RELEASE MARCH 7 > ESRB T 


воттом име The second install- 


mentin this series CAR HOP 
THE LITTLE GIANT "mw" g 8 ooo 
LINE consoles, lereas ап hen | was younger, 
TE В enhanced port of the original game is : БЕТ BOTTOM 
п a Е S Za of Ш a уоп > Concept: А full-blown, original landing on the PSP. Long loading times my: friends and | LINE 6 
cy sano ee dnos ок ака ст PSP platformer that reveals abound, but the heated one-on-one thought it was a б 
cal sidekick, Daxter, have always been one of events taking place between the gameplay hasn't lost any of its grav- huge thrill to toss > Concept: Bring some action 
__ the main reasons I've loved it over the years. first and second PS2 titles ity-defying grace, This is one of those cans of Mountain Dew back movie thrills " the HE witha 
Despite some skepticism that new studio Ready at > Graphics: Breathtaking. Easily games that constantly puts players into and forth between moving E E z | п ү. i 
Dawn could deliver the kind of high production values the best looking PSP game I've the adrenaline-filled and nail-biting cars, or even have Super Ў 
fans expect on the PSP, I've been hoping that Daxter played to date position of a buzzer-beating match. Soaker battles while driving > Graphics: Leaping between 
would be a worthy addition to the saga. > Sound: As always, the The precise controls and multi faced side by side. Despite our Fuere OES ure 
Honestly, I'd have to say that this title actually man- voiceovers are comedy gold and offensive game can lead to some truly misguided belief that this was a N EN 
ages to not only meet but exceed my expectations the soundtrack is top notch PE BATEA Dur леге) сопе ; idea (Mountain Dew? Werne s 
8 ony. уе ШМ 3 of the moves are just flashy skilHree. à good idea (Mountain Dew? other characters that yell at you 
First off, this is one of games that best shows off just > Playability: Probably the animations. Ballers may not deliver the What were we thinking?), there during races are some of the 
how powerful the PSP is, as the visuals are, by and з ey ae ? full five-on-five experience, but you'll be is something to be said for the most annoying youll ever hear 
large, the equal of those in Jak UT Ту апа ү latori contro inthe trod pus to find 3 handheld 521 thrill of two vehicles interacting > Playability: Cars handle 
outlying areas are gorgeously rendere (alt ough there батона аиа title that delivers such an exciting chal- at high speeds. It's the clear nicely, but speed control is too 
are far fewer pedestrians) and you'll notice a very fine sei ee a lenge — REINER inspiration for Pursuit Force. touchy, and the on-foot sec- 
level of detail in the characters’ modeling and fur tex- fans othe: looking те A braindead story sets up the tions blow 
s e uius a К meaty gameplay on the PSP. PSP action: You are part of a spe- > Entertainment Dee 
ile that's all very impressive, the real hook for Я cial police team that catches its over-the-top concept, the 
me was that — for once - we have on our hands a кул ма Street Supremacy criminals by jumping onto their fames Ere а ао. 
PSP continuation of a console series that doesn't feel > STYLE I-PLAYER RACING (Q-PLAYER VIA moving cars, shooting them, kia n В 
ike either a quick port or a half-assed afterthought. AD-HOC) then driving their car after the > Replay Value: Moderate 
While you can sense the scope of the game has been > PUBLISHER KONAMI next crook. It's a dumb job, 
ever-so-slightly reined in to make everything fit on a > DEVELOPER GENKI but better than delousing guys 
UMD, the real news is that this feels new, like a brand т FEBRUARY 28. back at the jailhouse. 


new adventure with an old friend. Just as with every 
entry in the series, the level design and gameplay is TU 
spot-on, crafted with care and made all the better by Second Opinion 8.5 


The main problem with 
Pursuit Force is that there's 
simply no depth to it. Sure, 


an excellent and intuitive camera system (it turns out ҚАША Сей there are a few missions that 

that shoulder button camera control is viable in the favorite companions of. Switch things up (some have 

right hands). Some might miss the greater emphasis mine throughout this gen- boats, on-foot sections, and 

on vehicles and weapons from Jak Il and Jak 5, but | eration of consoles, and even track-based shooting), 

actually appreciate the series returning to its platform- Daxter's first solo adventure but basically one mission 

ing roots. | also enjoyed the multiplayer Bug Combat does nothing to diminish 3 is the same as all the rest. 

minigame, a Pokémon Stadium style turn-based affair пошто Е ; Jumpine’onfai moving canis 

with a surprising amount of depth Were fom BOTTOM LINE |с been зіп of x hrilling th. : һоррі Second Opinion Mul 

ЕШ PNE epic conflicts it makes ир Genki's Tokyo Xtreme no more thrilling than hopping и 
But most of all, this game really solidified forme | aufs am nm Gem 6 раа on a ledge in another game, Despite a number of flaws, 

how much | love this character. Daxter's antics (and his his movie-inspired dreams. past. However, Street and it should be. There's no Pursuit Force manages to be 

hilarious "dream" minigames) will keep you in stitches, to his need for a sidekick Supremacy struggles to make the rush from what should be an a fun little romp. Given the 

and the story reveals some interesting revelations for of his own, Daxter's wan- Tokyo street racing format viable on the exciting action, and the basic ш ШЕ. y 

hardcore fans. All in all, this is a great addition to your nabe hero antics make for PlayStation Portable. Because you don't. driving and shooting are simpl е gameplay — you геа! 

PSP library. — MATT E i great laughter fodder. It actually cruise around the city looking dece Allin oll Precuit Fores, етуде Шеп drive fast, 
doesn't hurt this that this is for competition like you do in the con- G i tabl 2 ith jump on some cats, and 

MY д one of the most polished soles (you load in and out of specific ISran accep pe Usos vail Shoot some guys in the most 

and attractive games we've races instead), the game is very bite- few unique features, but it just basic of ways = the game 
enjoyed on the PSP. Asa sized. Since your average race lasts well doesn't pack the punch that it does a decent job of varying 
character and as a game, under a minute — and is as unexciting needs. So for now, I'll go back scenarios between missions. 
Daxter can never quite live as a drag race - the series’ emphasis to tossing questionable sodas Occasionally wonky controls 
up to the grand adventures оп car customization and handling 15 to my pals in the next car, and some poorly designed 
of his best friend. But as barely augmented by actual racing. The thank you very much. levels prevent it from being 
an expansion to an already structure is here for a great title, but it — JEREMY great, but playing through 
amazing world of characters, doesn't help when half the game's gone the tons of contentis an 
Daxter more than holds his up in smoke.—KATO. enjoyable way (0 pass some 
own.—MILLER downtime —ADAM 
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d C HAR | © An In-Depth Listing Of The Best Selling Games 


ТОР 20 


Listings Based Upon NPD Data For January 2006 Based On Units Sold — 


TY 2 (360) 
Ж 


Тһе 3605 top-selling game has roared back to the number 
one spot. Does this mean that new gamers were able to find 
units, or are 560 owners so starved for games that they all 
bought it again? We have two copies of Perfect Dark Zero. 
They level out the uneven leg of our couch. 


2 MADDEN NFL 06 (PS2) 


We learned something very important while infiltrating a 
so-called "Super Bowl-Party," which had very little to do with 
bowls, by the way. The football organization depicted in this 
game is NOT pronounced "niffle" We think that's when we 
blew our cover. 


3 MVP 06 NCAA BASEBALL (PS2) 


The MVP games are fine and all, but for our money there is 
no better baseball franchise than Major League. All three 
films are packed with exciting “sportsutainment,” which is a 


totally legitimate scientific term. Plus, the third 
Bakula! Leap to home! 


has Scott 


Rockstar has confirmed to us that, due to the continued 
success of the GTA franchise, it will start manufacturing other 
merchandise with the brand attached. First up is a line of 
Grand Theft Bathtub exfoliating scrubs. Or perhaps that's 
just wishful thinking on our part. What can we say? We enjoy 
smelling nice while we beat up pedestrians. 


5 MARIO KART DS 


You know what we want? Mario Crunch: Double Sugar! It 
would be a breakfast cereal, a sweet, sweet breakfast treat 
with Mario-shaped oat clusters and “mushroommallows” 
that gave you the ability to throw fireballs when you ate 
them. Of course, with the DS reference, you'd have to eat 
two bowls at once. With your hands. 
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Rank Title System 
ЕТ tigo Tsuke DS 
Rank | Title L Mo. [System] Score [Release] Price | Ш DS Training for Adults: Work Your Brain 2 DS 
EN Animal Crossing: Wild World PS2 
Call of Duty 2 18 | 360 | 975 |11-05| $59 Е siren 2 DS 
EN DS Training for Adults: Work Your Brain 05 
Unou No Tatsujin: Soukai! Machigai 
Madden NFL 06 1 fese] 9 јво ss] мет T » 
PI Tourist Trophy PS2 
EN Monster Hunter Portable PSP. 
МА | PS2 | 7 |01-06| $30 
MVP 06 NCAA Baseball | (9 onimusha: Dawn of Dreams Р52 
Mario Kart DS 
Grand Theft Auto: ааа ii 5 
Liberty City Stories SW 
Mario Kart DS 6 | DS | 85 |11-05| $34 
Animal Crossing: 19 | DS | 875 |1205) $35 
Wild World 
Need For Speed: 3 рео 1 вк losl sae | ШІКТІ L. Mo. System 
Most Wanted Ghost Recon Advanced Warfighter N/A 560 
[DE Metal Gear Solid 3: Subsistence МА PS2 
Dead or Alive 4 МА | 360 | 9 |12-05) $59 ША 360 
N/A PS2 
2 Multi 
Star Wars: Battlefront l| | 2 ғ | 85 (11-05 98 МА 05 
N/A Multi 
Grand Theft Auto: ТІЛІ Еа uper Princess Peach 3 DS 
San Andreas randia Ш 6 Р52 
he Lord of the Rings: The Battle 
WWE Smackdown! VS ЛЕ ог Middle-earth I Шы 
Һаш 2006 
бип МА | PS2 | 875 |11-05| 529 
25 to Life N/A | PS2 | 575 |01-06| 539 
SOCOM: U.S. Navy МА | PSP | 7 |11-05| $40 
SEALs Fireteam Bravo Ё 
Rank Title. L.Mo. Price 
^ ЕТ wora of Warcraft 4 $31 
NBA Live 06 12 | Ps2 | 75 |09-05| $36 2 the sins 2 BUE 
x [з ме of Empires ІІ 1 $4 
Nintendogs: ? мА os | 8 oos 99|  смиганоп м 3 $9 
Dachshund & Friends [ГЇ Call of Duty 2 2 $09 
| Тһе Sims 2: Nightlife 6 $26 
Madden NFL 06 N/A | 360 | 7.75 |11-05| $58 | Ш Battlefield 2 NA $48 
7T $26 
Need For Speed: МА | psp | 7.25 |11-05| $48 IEW) 200 tycoon 2 А 
Most Wanted 5-1-0 EJ Battlefield 2: Special Forces NA $25 
Call of Duty 2: 5 | ps2 | 725 |11-05| $48 g 
Big Red One 
MVP 06 NCAA Baseball | \^ |хвоху 7 |01-06) 530 
Source: The NPD Group 


ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 


Amped 3 85 
Call of Duty 2 935 
Condemned: Criminal Origins 875 
Dead or Alive 4 9 

FIFA 06 825 
Fight Night Round 5 9 

Full Auto 75 
Gun 8.75 
Kameo: Elements of Power 75 
Madden NFL 06 275 
МВА 2K6 85 
NBA Live 06 5.75 


Need for Speed: Most Wanted — 9 
NHL 2K6 85 
Perfect Dark Zero. 7 


Peter Jackson's King Kong 85 
Project Gotham Racing 3 85 
Quake 4 775 
Ridge Racer 6 75 
Tiger Woods РСА Tour 06 85 


Tony Hawk's American Wasteland 8.25 


25 to Life 575 
50 Cent: Bulletproof 6 
187 Ride or Die 65 
Aeon Flux 725 
America's Amy: Rise of a Soldier 65 
Ape Escape 3 875 
Arc the Lad: End of Darkness 55 
Armored Core: Nine Breaker 6 
Batman Begins 725 
Battlefield 2: Modem Combat 75 
Beatdown: Fists of Vengeance 
Big Mutha Truckers 2: 

Truck Me Harder! 
Blitz; The League 


Trapt - PS2 - Dec-05 


Bumout Revenge 925 
Call of Duty 2: Big Red One 725 
Capcom Classic Collection 85 
Castlevania: Curse of Darkness 75 
Charlie and the Chocolate Factory 45 
Chicken Little 7 


Chronicles of Namia: The Lion, 

Тһе Witch, and The Wardrobe, Тһе 6.5 
College Hoops 2К6 8 
Colosseum: Road to Freedom 725 
Conflict: Global Terror 675 
Dance Dance Revolution Extreme 2 75 


Darkwatch 85 
Delta Force: Black Hawk Down 675 
Destroy All Humans 8 
Devil Kings 65 
Devil May Cry 3: Dante's 

‘Awakening Special Edition 9 
Dragon Quest VIII 

Joumey of the Cursed King 875 
Drakengard 2 725 
Dynasty Warriors 5 Xtreme Legends. 6.75 
Evil Dead: Regeneration 6 
EyeToy: Kinetic 8 
EyeToy: Operation Spy 6 
EyeToy: Play 2 85 
Fantastic Four 65 
Fatal Frame ПІ: The Tormented 775 
FIFA Soccer 06 8 
Fight Night Round 3 9 
Final Fight: Streetwise 4 
FlatOut 65 
Flipnic: Ultimate Pinball 6 
From Russia With Love 775 


Fullmetal Alchemist 2: Curse of 
the Crimson Elixir 6 


Gauntlet: Seven Sorrows. 6.25 
Genji: Dawn of the Samurai 85 
Graffiti Kingdom 6 
Grandia Il 875 
Gretzky NHL 06 ГА 
Guitar Hero 9 
Gun 875 
Harry Potter and the Goblet of Fire 6.5 
Heroes of the Pacific 875 
Incredible Hulk: 

Ultimate Destruction, The 825 
Indigo Prophecy 825 
Jak X: Combat Racing 775 
Juiced 75 
Karaoke Revolution Party 85 
Killer 7 25 
LA. Rush. 625 
Legend of Kay 65 
Madagascar. a 
Madden NFL 06 E 
Magna Carta: Tears of Blood 825 
Makai Kingdom: 

Chronicles of the Sacred Tome 8 
Marvel Nemesis: 

Rise of the Imperfects 7 


XBOX 360 


Dec-05 
Deco5 
Пес-05 
Mar-06 
Пес-05 
Mar-06 
Mar-06 
Dec-05 
Jan-06 
Jan-06 
Jan-06 
Dec-05 
Jan-06 
Jan-06 
Jan-06 
Jan-06 
Jan-06 
Jan-06 
Jan-06 
Jan-06 
Dec 05 


PLAYSTATION 2 


Mar-06 
Feb-06 
Oct-05 
Jan-06 
Feb-06 
Feb-06 

Ju-05 
Sep-05 
Aug-05 
Dec-05 
Sep-05 


00-05 
Nov-05 


О05 

Jan-06 
Nov-05 
Моу05 
Sep-05 
Nov05 


Пес05 
Jan-06 
14-05 
Nov-05 
Nov-05 
бер-05 
Oct-05 
14-05 
Nov-05 


Feb-06 


Пес05 
Mar-06 
Пес-05 
Ос-05 
Моу-05 
Пес05 
Sep-05 
Sep-05 
Пес05 
Oc-05 
Mar-06 
Mar-06 
Aug-05 
Ju-05 
Пес05 


2005 
Ғер-06 
Oct-05 
Sep-05 
Mar-06 
Nov-05 
Dec-05 
Dec-05 
Dec-05 
Oct-05 


Sep-05 
Oct-05 
Nov-05 
Jul-05 
Dec-05 
Jul-05 
Dec-05 
Ос-05 
Ай 05. 
Sep-05 
Dec-05 


Ай&05 
Oct-05 


Matrix: Path of Neo, The 
Medal of Honor: European Assault 
Mega Man X Collection 
Midway Arcade Treasures 3 
Mobile Suit Gundam: 

Gundam vs. Zeta Gundam 
Mortal Kombat: Shaolin Monks 
MS Sage: A New Dawn 
MVP 06 NCAA Baseball 
Namco Museum: 50th 

Anniversary Arcade Collection. 
NASCAR 06: Total Team Control 
МВА 06 
МВА 2K6 
МСАА Football 06 
NCAA March Madness 2006 
Need for Speed: Most Wanted 
NHL 06 
Nightmare Before Christmas: 

ойе Revenge, Тһе 
Onimusha; Dawn of Dreams 
Outlaw Tennis 
Pac-Man World 3 
Peter Jackson's King Kong 
Pünce of Persia: 

The Two Thrones 
Psychonauts 
Radiata Stories 
Rainbow Six: Lockdown 
Ratchet Deadlocked 
Resident Evil 4 
Romance of the Three Kingdoms X 
Romancing SaGa 
RPG Maker 3 
Samurai Western 
Shadow Hearts: 

From The New World 
Shadow of the Colossus 
Shadow the Hedgehog 
Shin Megami Tensei: 

Digital Devil Saga 2 
Sims 2, The 
SLAI 
Sly 3: Honor Among Thieves 
Sniper Elite 
SOCOM 3: U.S. Navy SEALs 
Soul Caliber I 
Spartan: Total Warrior 
SSX On Tour 
Star Wars: Battlefront II 
Star Wars Episode Ill: 

Revenge of the Sith 
Suffering: Ties That Bind, The 
Suikoden Tactics 
Taito Legends 
Tak: The Great Juju Challenge 
Tales of Legendia 
Tiger Woods PGA Tour 06 
TOCA Race Driver 3 
Tony Hawk's American Wasteland 
Top Spin 
Total Overdose 
Trapt 
True Crime: New York City 
Ultimate Spider-Man 
Urban Reign 
Wallace & Gromit: 

Curse of the Were-Rabbit 
Warriors, The 
We Love Katamari 
Wild Arms 4 
Wild Arms: Alter Code F 
Winning Eleven 9 
Without Warning 
WWE Smackdown Vs. Raw 2006 
X-Men Legends Il: 

Rise of Apocalypse 
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Batman Begins 
Battalion Wars 

Call of Duty 2: Big Red One 
Charlie and the Chocolate Factory 
Chibi-Robo 

Chicken Little 

Chronicles of Матуа: The Lion, 

The Witch, and The Wardrobe, The 
Dance Dance Revolution Mario Mix 
Fantastic Four 
FIFA Soccer 06 
Fire Emblem: Path of Radiance 
From Russia With Love 
Geist 
Gun 
Harry Potter and the Goblet of Fire 
Harvest Moon: 

Another Wonderful Life 
Incredible Hulk: 

Ultimate Destruction, The 
Karaoke Revolution Party 


725 Пес05 
775 14405 
в Ғе506 
825 00-05 
6 Ашо5 
85 0005 
775 Маг06 
7 Feb-06 
8 0005 
825  Oc-05 
775  Jan06 
85 Nov-05 
85 Аш 05 
7 Nov-05 
85 Пес05 
Sep-05 

5 Моу05 
9  Mar06 
65 бер-05 
625 Jan-06 
85  Jan06 
9 Jan06 
85  AugO5 
925 0405 
75 Nov-05 
9 No05 
10 №05 
75 104405 
5 Nov-05 
65 Ашг05 
6 05 
875  Mar06 
875 0005 
4 Jan-06 
625 Моу05 
775 Моу-05 
55  Oc-05 
725 Моу05 
75  Nov0S 
775 Пес05 
9 Пес05 
775 00:05 
8 Nov-05 
85 Пес05 
575 105 
85 0005 
675 Пес05 
85  Jan06 
7 0905 
725  Mar06 
825 Nov05 
825  Mar06 
825 Пес05 
875 Nov05 
625 Jan-06 
675 Пес05 
875  Jan06 
8 №05 
8 0905 
7 Nov-05 
825 Nov05 
85 0905 
75 Feb-06 
6 — Jan-06 
85 Feb-06 
65 Моу-05 
875 Пес05 
9 Моу05 
725  Aug05 
55 0005 
725  Jan06 
45 Sep-05 
5 Боб 
7  Nov05 
65 Пес05 
525 Jan-06 
65 бер05 
8 0905 
9 Коу05 
775 Dec-05 
6 бер05 
875 Пес05 
65 Пес05 
775 OctOS 
825 5ер-05 
85 Пес05 


Killer 7 

Madagascar 

Madden NFL 06 

Mario Party 7 

Mario Superstar Baseball 
Marvel Nemesis: 

Rise of the Imperfects 
Мега Man X Collection 
Midway Arcade Treasures 3 
Namco Museum: 50th 

Anniversary Arcade Collection 
NBA Live 06 
Need for Speed: Most Wanted 
NHL 06 
Odama 
Pac-Man World 3 
Peter Jackson's King Kong 
Pokémon XD: Gale of Darkness 
Prince of Persia: 

The Two Thrones 
Rainbow Six: Lockdown 
Shadow the Hedgehog 
Sims 2, The 
Spartan: Total Warrior 
Super Mario Strikers 
Tiger Woods PGA Tour 06 
Tony Hawk's American Wasteland 
True Crime: New York City 
Ultimate Spider-Man 
Viewtiful Joe: Red Hot Rumble 
Wallace & Gromit: 

Curse of the Were-Rabbit 
WWE Day of Reckoning 2 
X-Men Legends Il: 

Rise of Apocalypse 


Prince of Persia: The Tw 


25 to Life. 
50 Cent: Bulletproof. 
187 Ride or Die 
Advent Rising 
Aeon Flux 
America's Атту: Rise of a Soldier 
Batman Begins 
Battlefield 2: Modern Combat 
Beatdown: Fists of Vengeance 
Big Mutha Truckers 2 

Truck Me Harder! 
Blitz: The League 
Brothers in Arms: Earned in Blood 
Burnout Revenge 
Call of Cthulu: 

Dark Corners of the Earth 
Call of Duty 2: Big Red Оле 
Capcom Classic Collection 
Castlevania: Curse of Darkness 
Charlie and the Chocolate Factory 
Chicken Little 
Chronicles of Namia: The Lion, 


The Witch, and The Wardrobe, The 


Cold War 
College Hoops 2К6 
Conflict: Global Terror 
Conker: Live and Reloaded 
Darkwatch 
Delta Force: Black Hawk Down 
Destroy All Humans 
Doom 3: Resurrection of Evil 
Dynasty Warriors 5 
Evil Dead: Regeneration 
Fable: The Lost Chapters 
Fantastic Four 
Far Cry Instincts 
FIFA Soccer 06 
Fight Night Round 3 
Final Fight: Streetwise 
FlatOut 
From Russia With Love 
Gauntlet: Seven Sorrows 
Grand Theft Auto: San Andreas 
Gun 
Half-Life 2 
Halo 2: Multiplayer Map Pack 
Harry Potter and the Goblet of Fire 
Heroes of the Pacific 
Incredible Hulk: 

Ultimate Destruction, The 
Indigo Prophecy 
Juiced 
Karaoke Revolution Party 
Kingdom Under Fire: Heroes 
King of Fighters: 

Maximum Impact Maniax 
LA. Rush 


Madagascar. 
Madden NFL 06 
Marvel Nemesis: 

Rise of the Imperfects 
Matti: Path of Neo, The 


Oct-05 
Моу-05 
Пес05 
Sep-05 
Mar-06 
Jan-06 
Jan-06 
Nov-05 


Jan-06 
Nov-05 
Jan-06 
Nov-05 
Oct-05 
ес05 
Nov-05 
Dec-05 
Jan-06 
Nov-05 
Dec05 


Моу-05 
Оа-05 


Nov-05. 


Thrones - Xbox - Jan-06 


Midway Arcade Treasures 3 
Mortal Kombat: Shaolin Monks 
MVP 06 NCAA Baseball 
Namco Museum: 50th 
‘Anniversary Arcade Collection 
NASCAR 06: Total Team Control 
NBA 2K6 
NBA Live 06 
NCAA Football 06 
NCAA March Madness 2006 
Need for Speed: Most Wanted 
NHL 06 
NHL 2K6 
Nightmare Before Christmas: 
 Oogie's Revenge, The 
ja Gaiden Black 
Operation Flashpoint Elite 
Outlaw Tennis 
Pac-Man World 3 
Peter Jackson's King Kong 
Prince of Persia: 
The Two Thrones 
Rainbow Six: Lockdown 
Serious Sam Il 
Shadow the Hedgehog 
Shattered Union 
Sid Meier's Pirates! 
Sims 2, The 
Sniper Elite 
Spartan: Total Warrior 
SSX On Tour 
Star Wars: Battlefront II 
Star Wars Episode Il 
Revenge of the Sith 
Stubbs the Zombie in 
"Rebel Without A Pulse" 
Suffering: Ties That Bind, The 
Taito Legends 
Так: The Great Juju Challenge 
Tecmo Classic Arcade 
Tiger Woods PGA Tour 06 
Tom Clancy's Ghost 
Recon 2: Summit Strike 
Tony Hawk's American Wasteland 
Total Overdose 
True Crime: New York City 
Ultimate Spider-Man 
Wallace & Gromit 
Curse of the Were-Rabbit 
Warriors, The 
Winning Eleven 9 
Without Warning 
X-Men Legends ll 
Rise of Apocalypse. 


Age of Empires Ill 

Battlefield 2 

Battlefield 2: Special Forces 
Black & White 2 

Call of Duty 2 

Сау of Villains 

Codename: Panzers - Phase 2 
Cold War 

Dungeon Lords 

Dungeon Siege II 


Dungeons & Dragons: Dragonshard 


Earth 2160 


Fable: The Lost Chapters 
FEAR. 
Grand Theft Auto: San Andreas 
Guild Wars 
Indigo Prophecy 
Movies, The 
Myst V: End of Ages 
Quake IV 
RollerCoaster Tycoon 3: Soaked 
Serious Sam II 
Shattered Union 
Sid Meier's Civilization IV 
Sims 2 Nightlife, The 
Star Wars: Empire at War 
Taito Legends 
Trackmania Sunrise 
Warhammer 40,000 
Dawn of War - Winter Assault 


‘Advance Wars: Dual Strike 
‘Age of Empires: The Age of Kings 
Animal Crossing: Wild World 
Battles of Prince of Persia 
Bomberman 

Castlevania: Dawn of Sonaw 

Dig Dug: Digging Strike 
Electroplankton 

GoldenEye: Rogue Agent 

Kirby: Canvas Curse 

Lost in Blue 


Lunar: Dragon Song 

Madden NFL 06 

Mario & Luigi: Partners in Time 

Mario Kart DS 

Megaman Battle Network 5: 
Double Team 

Meteos 

Metroid Prime Pinball 

Nanostray 

Nintendogs 

Pac 'N Roll 

Phoenix Wright: Ace Attorney. 

Pokémon Trozei 

Resident Evil: Deadly Silence 

Sims 2, The 

Snowboard Kids 05 

Sonic Rush 

Star Wars Episode Ill 
Revenge of the Sith 

Super Princess Peach 

Teenage Mutant Ninja Turtles 3: 
Mutant Nightmare 

Tony Hawk's American Sk8Land 

Trace Memory 

Trauma Center: Under the Knife 

True Swing Golf 

Viewtiful Joe Double Trouble! 

Zoo Tycoon DS 


‘Ape Escape Academy 
Armored Core: 

Formula Front Special Edition 
ATV Offroad Fury: Blazin’ Trails 


Exit - PSP - Mar-06 


Coded Arms 
Con, The 
Death Jr. 
exit 
FIFA Soccer 06 
FlatOut 
Frantix 
Ghost in the Shell: 

Stand Alone Complex 
Grand Theft Auto: 

Liberty City Stories 
Gripshift 
Hot Shots Golf: Open Тее 
Infected 
Kingdom of Paradise 
Legend of Heroes, The 
Lord of the Rings: Tactics, The 
Madden NFL 06 
Marvel Nemesis: 

Rise of the Imperfects 
MediEvil Resurrection 
Mega Man: Maverick Hunter X 
Midnight Club 3: DUB Edition 
MLB 
MP Baseball 
NBA 06 
NBA Street Showdown 
Need for Speed: 

Most Wanted 5-1-0 
PoPoLoCrois 
PQ: Practical Intelligence Quotient 
Prince of Persia Revelations 
Rengoku: The Tower of Purgatory 
Sims 2, The 
Smart Bomb 
SOCOM US. Nawy 

SEALs: Fireteam Bravo 
SSX On Tour 
Star Wars: Battlefront It 
Street Fight Alpha 3 Max 
Tiger Woods PGA Tour 06 
Tokobot 
Virtua Tennis: World Tour 
Winning Eleven 9 
WWE SmackDown Vs. Raw 2006 
X-Men Legends 1: 

Rise of Apocalypse 


7 


3.75 
65 


Nov-05 
Nov-05 
Dec-05 
Dec-05 


Nov-05 
Aug-05 
Nov-05 
Sep-05 
Sep-05 
Sep-05 
Oct-05, 
Маг-06 
Маг-06 
Feb-06 
Jan-06 
Jan-06 


Jul-05 
Mar-06 


Nov-05 
Feb-06 
Nov-05 
Oct-05 
Feb-06 
Dec-05 
Jan-06 


Feb-06 


Nov-05 
Jun-05 


GAME BOY ADVANCE 


DK: King of Swing 

Dogz 

Donkey Kong Country 3 

Drill Dozer 

Dr. Mario Puzzle League 

Dynasty Warriors Advance 

Final Fantasy IV Advance 

Fire Emblem: The Sacred Stones 

Gunstar Super Heroes 

Mario Tennis: Power Tour 

Mega Man Battle Network 
Team Colonel/Team Protoman 

Mega Man Zero 4 

Pokémon Emerald 

Rebelstar Tactical Command 

Riviera: The Promised Land 

Sigma Star Saga 

Tales of Phantasia 

Yoshi Topsy-Tury 

Zooo 


675 Aug-05 
8 Nov-05 
7 бер05 

725 Mar-06 

75  Nov05 
65  Augo5 
675 0905 
55  Dec05 

925 Dec05 

825 0005 
9 05 

825 Јат06 

675 Јап-06 
6 — Jan06 

675  Jan06 

85 Моу05 
65 Моу05 
775 0905 
8 Mar-06 
8 Аш05 
8 Jun-05 
7 0005 
65 Dec-05 

7 05 
725 Jan-06 
85  Od05 

775 Ғеь06 

775  Feb-06 
5 Jun-05 

55 Feb-06 
6 Jun-05 
id Jan-06 

775 Пес05 
7 Jan06 

775 Mar-06 

75 0ес05 
825  Jan-06 
85  Nov05 
75 Mar-06 
8 — Feb06 
9 0есо5 
775 Моу-05 
675 Feb-06 
85  Nov05 
775  Feb-06 
75 Jan-06 
7  Sep-05 

875 Јап06 
9405 

8.75 Dec-05 

775 Пес05 
7  Aug05 
8 Nov-05 

775 Іш05 
9  0а95 

825 Aug-05 

85  Aug05 

725  Mar06 
8 — Aug05 
7 Моу05 
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ge of Empires: The Age of Kings & 


Lifting the King's Burden 


By Designers Tyler Sigman and Eric Emery 


TO MERGE, OR NOT TO MERGE, THAT IS 
THE QUESTION... 

When it’s good: Merging is especially useful if 
you are near your Unit Cap. You can consolidate 
two weak units into one stronger unit, and 
simultaneously free up one valuable cap space. 
When it’s bad: First, merging tends to dilute 
veteran status, so try not to merge three-ribbon 
veterans with newbies, or you will end up with 
a newbie. Second, if you have cap room and 
can either heal/rest the weak units, then there’s 
no rush to merge. Third, sometimes a couple of 
weak units can be more useful than one semi- 
weak one. 


USE WEAK UNITS FOR DELAYING ACTIONS 
Don't underestimate the usefulness of units 

that are nearly dead. Even a unit at one percent 
health can be of enormous tactical use. Rather 
than attacking with them and trying to do a 

last bit of damage, use them as blockers. Put 
them on brídges, or surround a valuable unit. 
The enemy will have to waste a unit's move to 
eliminate the weak unit. This is especially great 
if you can force your opponent to use the attack 
of a really powerful unit (like a Hero) just to 
clear away your rabble. 


USE HAMMERS TO POUND NAILS 

Stick to the basics: Use Cavalry to attack Infantry 
and Ranged units. Use Ranged units to attack 
anything from afar, Use Infantry to attack Siege 
units, buildings, and Ranged units. Use Siege 
units to pound buildings (or any unit, in the 
case of Scorpions). If you control the matchups, 
then you will be getting the most efficiency out 
of your units, 


JAB, JAB, JAB, PUNCH 
When you have multiple units prepared to 
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attack, order of use is extremely 
. important. Use Ranged units and 
Skirmishers to get “free hits" in 
on the enemy, and then move 
in your finishers. Also, think 
i> through the order of attack so 
you don't move in a weak 
unit to soften the enemy up, 
and then accidentally block your 
strong unit from finishing the job. 


... EVERYONE IS SPECIAL IN 
^| THEIR OWN UNIQUE WAY 
You can get a lot of mileage 
à «X out of just using the basic 
Е matchups (see above). But 
f N skilled generals study the 
272 unit specials and learn to 
use the exact right unit for 
the right situation. FIRST 
STRIKE and SKIRMISH are 
two of the most powerful special 
abilities in the game, and can be used to get 
two guaranteed attacks in a row, or to bait an 
enemy into attacking you when you will actually 
end up landing the first blow. FRENZY is quite 
sneaky because opponents won't see it coming 
when your two percent health Berserker attacks 
at full 100 percent for damage purposes! And 
for Pete's sake, don't attack Knights Templar 
with weak ranged units... it just makes ‘em 
fighting mad! 


CONVERT TIPS... 

The Convert equation is based upon a number 
of factors. A couple of the biggest are proximity 
and Age difference. For the best possible convert 
chance, you want to be adjacent to the target 
and also be one Age more advanced. Also, if 
your Monk is currently carrying a relic, then that 
gives a healthy bonus as well. Unfortunately, 
putting your relic-carrying Monk directly next to 
an enemy unit has certain tradeoffs. .. 


CURIOSITY KILLED THE CAT 

In some of the more difficult Campaign 
Missions, such as the later Saladins and 
Richards, don’t be too eager to scout the entire 
map. Unveiling enemy hotspots can sometimes 
be like shaking a bee’s nest. You are basically 
saying “Hey, I'm nearby!” Until you build 

up your strength, it can actually be wiser to 
establish a small warning perimeter around 
your base, but not expand it too far. As long 

as you have already uncovered more resource 
centers than you are currently exploiting with 
mines and mills, there is no huge need to 
keep exploring! 


THE WISE MAN BUILT HIS CASTLE ON THE 
MOUNTAIN 

It's called the high ground, and you always 
want it. While you're way up there, you might 
as well build yourself a castle. Not only will it 
cement your hold on some prime real estate, 
but it will give your troops extra defense and 
can even act as a roadway across mountain 
ranges for your siege engines (allowing them 
to cross mountain tiles that they wouldn't have 
before). Building anything on high terrain is 
always a good idea. 


HE WHO CONTROLS THE BRIDGE... 
...Controls troop movement on the map. Entire 
wars can be waged for control of a single 
bridge, and bridges can often become more vital 
to success than mere resources. Once you're 
entrenched on your bridge, the enemy will need 
a good plan and a sizeable army to take it from 
you. Of course, this works in reverse, as well. 


ECONOMY FIRST 

Most of the time, you'll want to focus early on 
improving your resource production. Get about 
three Villagers as soon as possible, so you can 
be cranking out mines, mills, and farms. Devote 
your food and gold to making ways to get 
more food and gold. The exceptions are times 
where you are under early attack (and need 

to build units to defend yourself), or when you 
have an early chance to press an attack on an 
opponent. If you are under early attack, don't 
get overzealous in building Villagers, or you 
won't have any cap room left for military units! 


DON'T LOSE THE SPACE RACE 

Try to research a Tech every turn if you can. 
Being at a more advanced Age than your 
opponent gives you the edge in nearly every 
combat situation, because you'll have access 
to better units, Sometimes you will be hesitant 
to research a Tech because you don't see any 
particular available one that fits your current 
needs. But remember — even buying a Tech you 
don't need is helpful, because it counts as one 
of the Tech prerequisites for advancing to the 
next Age! 


Mod World 


DEUS EX: INVISIBLE WAR 
The Nameless Mod 
http://tnm.offtopicproductions.com 


This total conversion of Deus Ex: Invisible 
War puts players in a Snow Crash-esque 3D 
representation of a discussion forum, with 

a good helping of tongue-in-cheek humor. 
As such, invulnerable Moderators keep the 
peace and the laws of reality are only loosely 
enforced. The Nameless Mod promises ап 
involving single-player mystery to solve, with 
plenty of action to keep things rolling. As of 
press time, the developers claimed that the 
mod was around 80 percent done, and are still 
looking for more voice talent — so feel free to 
record some samples and send them over! 


DOOM 5 

Classic Doom 3 

http://cdoom.d3files.com 

Quite simply, this is the first episode of 

The Ultimate Doom, Knee Deep In The 

Dead — except that it’s in the Doom 3 engine. 
So instead of merely blowing up the hordes of 
the undead, you're blowing up detail-textured, 
bump-mapped, smoothly animated hordes of 
the undead. Sometimes something so simple 
can be genius, and anyone with fond memories 
of the nonstop action of old-school Doom 
would be well served with this download. 


MAGIC: THE GATHERING ONLINE III 
http://www.wizards.com 


Though not technically a mod, and only 
partially free, Magic: The Gathering Online 

is nonetheless worth mentioning here. The 
upcoming relaunch of the game, which 
streamlines nearly every facet of play as well 
as updating the graphics, makes this a good 
time to give it a peep. Though you still have to 
buy virtual cards just like you’d purchase their 
physical counterparts, playing Magic Online 

is much like going to a gaming convention 
whenever you feel like it — except without the 
overpriced junk food. 


Attention All Cheaters! 
Live Arcade Spotlight Cheat codes, by their very nature, are in 


many cases buggier than Virginia in August. 


m" So, unless you don't mind re-doing those 
Street F | ghter || Нурег 70 hours you put into the latest game, do 
x д) yourself a favor and back up your save 
before using any codes. 
F | 9 hti ng s 2 ; j On a lighter note, you can send your codes 
Es жшн a 1 - to secretaccess@gameinformer.com for а 
We о ae this month 2 D chance to be featured here and win a very 
to get the lowdown on a Қ 4 j" Е 4 » special prize! 
new classic title that should |027 , SS a 
be showing up on Xbox Live |? 4 3 
Arcade soon. The fighting Үз қ XBOX 360 
game that changed the Жн > е ; 
arcade landscape is headed 
to the 360, as Street Fighter 
11 Hyper Fighting. It's a port 3 
of a game many still consider. S 
one of the greatest fighters 
- ever, now playable online across 
Xbox Live. All eight of the original 
characters are playable, along with 
the four major boss characters. Á р 
Perhaps the coolest new feature is Enter the following code in the Create Champ 
the Quarter Match. Through this, — mode as the first name of your boxer, then 
you'll be able to watch a match M Save the game. 
already in progress and put up com 
: Р n J Ў 
n aa Ж an Om Unlock All Venues - NEWVIEW GEEKED AT BIRTH. 
highlighting a player's quarter pulls 


up their gamer tag data. Players can : = P LAYSTATION 2 


choose prior to a match whether they want to have the match count in their stats, 

50 no one will have to fear trying out new characters or strategies. Finally, Hyper Arena Football — —"  —— 

Fighting will include full voice chat options, so smack talking is certainly available if Player Attributes Maxed Out - In Play 

you want it. Throw in 5.1 surround sound and statistics for everything, from monthly Now mode, load a profile called IronMen 

point tallies to who plays which character best, and this new version of Street Fighter 

ІІ could be the best one yet. All the following codes must be entered at the 
line of scrimmage 


Big Ball - Hold down 11 and A, then press 
Up (2) 
Code of the Month @ ЕР. © Reset Ball - Hold down L1 and A 


press Up, Down 


King Kong Small Ball - Hold down L1 and Z 


press Down (x2) 


You can talk the talk. 


Whether you play as man or play as R then press Down, X, Up, Y, Down, 
Kong, it sure can't hurt to have a little Down, Up, Up, and release. In all cases, Ў Сап уои walk the walk? 

helping hand to stave off the endless а new cheat option should appear on Here's a chance to prove it. 
hordes of dinosaurs, crabs, and those the menu. Aren 


icky worm things that eat your head. Player Attributes Maxed Out - In Play Please geek responsibly. 


Шы томе really mage 999 Rounds - KK 999 mun Now mode, load a profile called IronMen 
us..uncomfortable. Anyway, cheat away! ^ Infinite Spears - lance Inf í 

Ў : Invulnerability - 8wonder All the following codes must be entered at the 
Each system has a slightly different бе ренк ee Ше GAME DESIGN COMPUTER FORENSICS 
usd 2 БЕЗГЕ the cheat Жш but — unlock АШ Chapters - KKstOry (0 is DIGITAL ANIMATION NETWORK SECURITY 
Skin. Sou a Re M oen. Gn mercem. Big Ball - Hold down L and Y, then press ARTIFICIAL LIFE SOFTWARE ENGINEERING 
2n RETE LB, RB, LT. "TH th Unlock All Extras - KKmuseum Up (x2) S с 
dem SEE d M үт! Weapon Becomes Bolt Action Rifle - Reset Ball = Hold down Land Y, then press DIGITAL VIDEO TECHNOLOGY MANAGEMENT 
Y aid release’ On РЗ Fold down L1 ККөпірег Up, Down WEB DESIGN GAME PROGRAMMING 


and RI, then press Down, ©, Up, Weapon Becomes Handgun - KKtigun Small Ball - Hold down L and Y, then press 


Down, Down, Up, Up, and release. On Weapon Becomes Sub Machine Down (2) 

Xbox, hold down L and R and press Gun - KKcapone "Gl Droid" 

Down, X, Up, Y, Down, Down, Up, Up, George Lazarus (location unknown — last seen running 

and release. On GameCube hold L and Houston, TX from a crashed Ferrari Enzo screaming 71 
am Dietrich!) 


Where The Past Comes Alive 


SETTING THE 


п Walter Day 
and Twin 
Galaxies have 
maintained 
records 

on gaming 
achievements 
for well over 
two decades 


me Capit 


t's remark- 
able what a 
person can 
do when 
they set their 
mind to it. 
Like any poten- 
tially competitive. 
endeavor, video games didn't need to be alive very long 
before someone decided they needed to be the best 

at them. Particularly in those early days of classic arcade 
games, with endlessly climbing point values and seemingly 
limitless challenge, there were bound to be those who 
would devote themselves to perfection. The problem, of 
course, is who would keep track of it all. Someone would 
have to become an authority on that sort of thing, right? In 
the early '80s that 
somebody became 


ROLES Walter Day and 

Н М a small arcade in 
Just last year, Christopher ІІД 
Knight of Oregon shattered lowa call led Twin 
the established speed Galaxies. 
record for beating the origi- “| became very 
nal NES Metroid. His new е Қ 

i record stands at 17 minutes, 

EVA video games back 


in 1980 when I 
was an oil broker" 
Walter Day curiously opens his conversation with us. The 
long-time gaming scorekeeper had almost no experience 
with video games prior to an arcade visit in 1980. "I had 

a partner of mine helping me publish a who's who in the 
petroleum industry, and after working with him for weeks 
on our book, he suddenly stood up and said ‘My god, | 


140 GAME INFORMER 


RECORD 
STRAIGH 


VIDEO GAME WORLD RECORDS AND 
THE MAN WHO KEEPS THEM 


Video Ga 


layer of \\ 
Towa 


1 of. tne" Wortà 


can't do this any- 
more! l've gotta 
go play Space 
Invaders: | said, 
‘What's Space 
Invaders?” It was 
the early summer 
of 1980 when 
Day accompanied his business partner to a local arcade in 
Houston. For the first time since he had seen Pong years 
ago (he wasn't impressed), he began to play a video game. 
He was instantly hooked. "I got addicted to playing video 
games that night. Space Invaders became my destination 
wherever | went” At that time, Day found himself on the 
road constantly, making ends meet as a traveling sales- 
man. Wherever he traveled, the first thing he would search 
out would be a local location for his 
new fascination. "I never got good at 
Space Invaders. But I loved doing it” 
Upon returning to his small home 
town in lowa, it was with great sur- 
prise and not a little jealousy that 
Walter Day discovered that two of 
his closest friends had opened up 
arcades of their own. Wasting no 
time, Day set about to open his own 
coin-op entertainment center. In one 
of the great coups of all-time cool- 
sounding arcade parlour names, the 
name Twin Galaxies occurred to him, 
and the focus of his life for the next 
25 years was confirmed. “1 opened 
up Twin Galaxies in Ottumwa, lowa 


2 required to progress. 


SUPER 


тор- 


: IS THAT POSSIBLE? 

+ In 2004, Cam Allen set the new record for a full 

+ completion of Super Mario Bros. by finishing in 21 

} minutes, 33 seconds. Easy with warp pipes, right? 

Nope. Full completion meant he had to play every 
single level and he could only use a pipe when it was 
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2 PLAYER GAME 


000000 


as an excuse to play video games as much as | wanted 
The transition from arcade to international video game 
scorekeeper was perhaps the most casual you could imag- 
ine. "It all happened in one day. It took one half hour," Day 
reminisces. A local player early in 1982 at Twin Galaxies 
approached him and claimed he could beat a Defender 
score listed in a recent Time Magazine story on video 
games. Sure enough, the eager player did exactly that. Day 
decided to call the manufacturer of the game, Williams, for 
verification. The thing was that they had no idea what the 
high score on Defender was. He started calling electron- 
ics and gaming magazines, and they didn't know either. It 
seemed time for decisive action. Walter Day began calling 
companies — Midway, Atari, Nintendo; he made nine calls 
in half an hour. To each of them he claimed to be an offi- 
cial scorekeeper for video games, and апу calls regarding 
the subject could be sent on to him. 
"One of them asked, ‘Who are you?" 
And | said: ‘We're the Twin Galaxies 
National Scoreboard! | made it up 
right then on the spot,” Day adds, 
amused. "Twenty-five minutes later, 
a strange call came in from a boy 
in Tennessee wanting to know the 
record on Galaga” Walter's night 
watchman at the arcade had a higher 
score than the caller. “1 said to him 
in a very solemn tone: You hold the 
second highest score іп the world!” 
At which point the boy immediately 
hung up to go try again. The next day 
he called back with a newer, higher 
score. "Within a week we were getting 
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m Many of the 
finest classic 
game players in 
the world share a 
lifelong passion 
for compeition 
and self improve- 
ment 


a dozen phone calls a day. Within a month we were get- 
ting around 40 phone calls a day. By the second month, 
we started getting calls from the media” 

It was in this simple way that Twin Galaxies was cata- 
pulted into the gaming world spotlight. It wasn't long 
before Day got busy hosting 
national tournaments and accepting : IS THAT POSSIBLE? 
interviews for any and all stories 
that the press was covering on the 
intense video game boom of the 
early 1980's. A few months later, 
he became the first captain of the 
U.S. National Video Game Team, a cadre of the top play- 
ers who began to travel to arcades around the country. 


standard since August of 2002. 


Walter recalls the early days driving his team around the 

country, being thrown out of restaurants and hotels due 

to his rowdy players. He even opens his book on the 

golden age of - 

video games 

by detailing a IS THAT POSSIBLE? 

time when he The world record in Ms. Pac-Man is held by Abdner 
Ashman, who achieved a top score of 921,360 in 

awoke in the 2005. The previous record of 920,310 (1,050 points 

night to see lower) held for over 4 years after being established 

two beds fly by Chris Ayra. 

past his hotel 

window, only 


to be followed 
soon after by 
one of his play- 
ers. Antics like 
these became 
par for the 
course. While 
Day continued 
his work in the 
states, the National Video Game Team continued to tour 
in the following years, even crossing the ocean to com- 
pete abroad. 

Meanwhile, the arcade boom came to a crashing halt 
back in the U.S. As the masses faded away, and the 
media phone calls began to cease, Twin Galaxies National 
Scoreboard continued, as it would up until the present, 
eventually making the move onto the internet for all to see. 
The years passed, but strangely, hardcore players would 
continue to seek out the one source that could guarantee 
and document their gaming achievements. "Twin Galaxies 


Croatian player Domagoj Broz established the high score 
mark in the Warehouse level of the original Tony Hawk 
Pro Skater on PSone. His score of 1,943,543 has been the 


really is the elephant's graveyard of video game playing,” 
Walter Day told us about his lifelong project. “When a video 
game comes out, there's this huge herd of video game 
players that are like a bunch of monkeys jumping from tree 
to tree. They jump from game to game, and if a game is 
lucky enough to attract the attention 
of the herd, the publisher makes a 
fortune. It's a very fickle group. But 
after three months, they move on 
to something else" But, he notes, 

a devoted group of players usually 
remains — the people who really 
love that game. And those players often eventually find 
their way to Twin Galaxies. "When those games drop out 
of the marketing cycle, the manufacturers don't care about 
them anymore. Twin Galaxies is there for all those games, 
which is really 99 percent of the games that have ever 
come out. 
Only a small 
percentage of 
games are still 


IS THAT POSSIBLE? 
Rodrigo Lopes only recently reset the speed record on 
The Legend of Zelda: A Link to the Past with a comple- 


tion time of one hour, 36 minutes, 43 seconds. That's in that herd. 

from the moment he hit start until the second that Every single 

Сапоп was struck down. By the way, he couldn't die person eventu- 
“ақшаны ally becomes 
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a retro gamer, 
because they 
Start to grow 
tired of being 
part of the 
herd” 

One of 
those gamers 
is Tom 
Duncan. 
Easily one of the most prolific players that has been a 
part of the site over the years, Duncan is currently listed 
as holding 1,191 unique world records in any variety of 
different game styles. From Mario Bros. to Pole Position 
to Burger Time and hundreds of others, he has spent 
years amassing an array of classic gaming achievements. 
Frequently focusing on one game at a time, he'll play 
non-stop to beat a record, and then often return just to 
conquer his own score. In our conversation with him, he 
rattles off a stream of titles he has recently mastered. “I 
play every day. Any time I sit down in front of the TV to 


А Sb bel бө o bh А 


‘Twin Galaxies Announces the 


4OOCt 


World:Record 
November 1252005] 


| CGEUK and Twin Galaxies Present | 


ш Billy Mitchell is one of the 
most well-known names in 
classic gaming, thanks largely 


Bi Tom Duncan's remarkable 

tally of records continues to 

climb towards his new goal 

of 1,500 to his remarkable achievements 
in Pac-Man 
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November 12-19, 2005 


E Even now, Twin Galaxies is 
restarting the U.S. National 


Bi Just before going to print, 
Kelly Tharp challenged the 
Q*Bert world record, playing for Video Game Team, with plans 
a full 44 hours. His final score 5 for competition to begin this 
currently being verified summer 
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classic gi feature 


play, | automatically turn my 
VCR on to record anything that 
happens. You never know when 
you're going to have that one 
special run or you're going to do 
something amazing” He recalls 
a time he worked on Pole 
Position for eight hours straight. 
For hours, the established record 
sat only 50 or 60 points beyond 
his reach. Then, in a single 
playthrough, he beat the score 


ICE CR 


“| THE ICE CREAM THAT MADE THE WORLD FAMOUS | / 


thinking human opponents, his 
comments come as a surprise. 
"You have to work a lot harder 
to master a video game than to 
beat a human opponent” 
Walter Day has followed 
gamers like Sakundiak and 
Duncan for years, serving as a 
vital link in the pastime to which 
they devote immense amounts 
of time, and they have nothing 
but positive things to say about 


by 1,200 points. His resolve 

to overcome these seemingly 
simple but ultimately excruciat- 
ing challenges seems bound- 
less. It's a commitment he's had 
for almost as long as Walter Day has been around to record 
his scores, tracing back to the early 806. “I like to compete. 
| think it's great 
that anyone 
around the world 
can log on to the 
website and see 
where they rate 
internationally" For 
Duncan, he only 
submits a score 
when he thinks 
it's his best — a 
pinnacle that any- 
one else would 
truly have to work 
at to defeat. "I'm 
definitely not 
saying any of my 
scores are unbeatable. | feel like, if | can get them, then 


; IS THAT POSSIBLE? 1 
2 Matthew J Baker somehow managed to reach the end + 
2 credits of Grand Theft Auto Vice City in three hours : 
; and 59 minutes back in July of 2003. Do you recall. 

how many weeks it took you? 


anyone сап” Duncan's big goal these days? He's striving 
towards the 1,500 world record mark. 

Other players have equally long histories with Twin 
Galaxies. Canadian Greg Sakundiak 
started attending gaming events asa į 
teenager back in the '80s. Sakundiak — : IS THAT 
currently holds the world record іп ; POSSIBLE? 
games including Dragon's Lair, Tag F СЕЕ 
Team Wrestling, and Twin Cobra. 1 rhythm game, Dance 
Interestingly, it was a departure from : Dance Revolution: 
the gaming world іп the 1990s that : Extreme (8th Мі) 
brought Sakundiak to another o { pus Diu 


his passions — arm wrestling. Taking 
up the competitive sport, he rap- 

idly advanced through the ranks to 
become Canadian champion and take 
fourth place in the world. It exhibits 

a quality that many of these world class gamers seem to 
share. “l'm a competitor. | try to be the best at what | do,” 
Sakundiak tells us. 
After a rib injury 
several years ago, 
Sakundiak once 
more finds him- 
self returning to 
the competitive 
gaming world. As 
his most recent 
project, he com- 
pletely renovated 
and rebuilt an 
original Pac-Man 
machine, and is 
now studying pat- 
terns as he works 
towards the goal 
of being the sixth person ever to play the perfect Pac-Man 
game. "Humans are easy to figure out. They're very predict- 
able. A computer, meanwhile, they're a little bit more com- 
plex,” Sakundiak tells us as he compares the two competitive 
sports. As a world class competitor against both electonic and 
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1 341, 833,530 points 
2 imone three-song 
1 game. No hands were 


1 IS THAT POSSIBLE? 

i Twin Galaxies maintains several empty slots for the 

i fastest level completion of each of the original Halo 
2 levels on Legendary difficulty. As of now, no one has 
submitted completion times. We just thought you 
should know. 


ш Twin Galaxies Arcade originally sold their own special 
brand of ice cream. Walter Day amusingly tells us now 
that their “All-American Ice Cream” was simply bought 
somewhere else and resold at the arcade 


the organization that has tracked 
their achievements for so long. 
For Day's part, he's developed 
an almost poetic bent on 
understanding the players he's 
chronicled for so long. “There are some qualities that really 
separate the men from the boys in terms of video game 
success,” he tells us. “The impulses of desire and direc- 
tion — thought and intention — they all have to make it 
through your body and out through the movement of your 
hands. You can't have dampers that stop the impulses of 
your mind from manifesting in your hand. But more than 
that, you have to have very deep, creative, comprehensive 
thinking. Maybe you'd even call it intuition. You have to 
have something that lets you perceive the game differently 
than the next person” 
Over the years, Twin Galaxies has grown and expanded. 
Far more than an arrival point for long-time classic arcade 
players, the site constantly updates with records from any 
new game they receive info on, while continuing to receive 
new record challenges to even the most ancient titles. 
"Newer games are more dramatic than ever. Older games, 
because they didn't have the benefit of today's technol- 
ogy and graphics, they had to be richer in their gameplay, 
Day explains. They had to intoxicate the person just with 
the incredible genius and strategy of the gameplay" Day 
is fascinated by the unique way that gaming has to bring 


people together, 

and loves that M 

he can help IS THAT POSSIBLE? 

facilitate it. ‘For over 20 years no one has been able to challenge 


lames Vollandt's arcade Joust score of 107,216,700. His 


"Today, there's marathon game was verified on July 8th of 1985. 


a huge element 
of socialization 
in games," he 
explains in rela- 
tion to today's 
MMOs and 
team-based 
shooters. "It's 
really the 
grandson of 
the socialization 
that was in the arcade 25 years ago" There's a continued 
hope that Twin Galaxies can be a service that reaches those 
new audiences as well as those who remember the dim 
flash-lit parlours of the ‘80s. Even now, Day is compiling 

the second volume of his world record book. Twin Galaxies 
is also attempting to reorganize the U.S. National Video 
Game Team, which Day hopes to expand into a nationwide 
league of play for current generation consoles, with competi- 
tions starting this summer. It is those plans that show Twin 
Galaxies’ long history still has a mighty future ahead. “I like 
to think the history of Twin Galaxies is closely allied with the 
history of electronic games,” Walter muses as we conclude 
our conversation. “Myself, | just love the competition, and the 
fun of the games.’ IN IN INI 


For more information on Twin 

Galaxies, visit their website at 

www.twingalaxies.com, or pick up 

а copy of the book: Twin Galaxies’ 

Official Video Game & Pinball Book 
of World Records 


GREATEST GAME OF ALL TIME 


y Nick Nunziata, creator of CHUD.com and producer 
for 20075 MEG from New Line Cinema 


] THE SHINING FORCE 
SERIES 


> FORMAT SEGA GENESIS, SEGA CD, SEGA SATURN 
> PUBLISHER SEGA 


Take your Zelda and its arcade-style combat, and the fun but 
monotonous battle systems that the (admittedly great) Phantasy 
Star and Final Fantasy games employ. They're yours, and the 
fact that they get all the marketing hype and love of mainstream 
fanboys is why they'll be your little brother's, too. Me, I'll take 
the Shining Force series every day of the week and twice on 
Sunday - especially 
the games in the series 
released for the Sega 
Genesis and Saturn. 

Of them all, Shining 
Force Il reigns as the 
big bad boy on the 
block, thanks to its size 
and confidence. Sure, 
there's no Yogurt char- 
acter and his magical ring does absolutely nothing, but the joy of 
finishing one of those epic turn-based and strategy laden battles is 
a truly special feeling that no amount of flashy graphics can match. 
As a child of the PC “Gold Box" D&D games and classics like X- 
СОМ and Jagged Alliance, Shining Force Il took me to the consoles 
with something richer 
and more mature to 
spend my time play- 
ing - role-playing and 
strategy interwoven in 
a way that still informs 
some of the best 
games in the current 
marketplace. | think 
we wouldn't be seeing so many games with "tactics" at the end 
were it not for this little gem of a series. We're still seeing Shining 
Force games, but it's not the same when you lose the turn-based 
combat. The Achilles heel of the video game industry, in the mind 
of this hardcore gamer, since the Atari 2600 first saw shelves is 
that it always feels it has to push the envelope and never revisit 
familiar places kept buoyant by old-fashioned good game design 
and addictive gameplay, something that may see a reversal thanks 
to things like Xbox Live Arcade. At the end of the day ! look to the 
other franchises as really tasty milkshakes, but when | want a nice 
full bodied pinot noir, it's Shining Force all the way, baby. 


THIS MONTH IN GAMING HISTORY 


In April 2000 the American Psychological Association's Journal of 
Personality and Social Psychology published two studies on the 
effects of video game violence. Together, they seemed to indi- 
cate that games like Doom and Mortal 
Kombat tend to increase a person's 
aggressive thoughts and feelings. 
The studies reignited the heated 
dialogue that continues today 
regarding the value and dangers 

of interactive entertainment. 


Se classic gi 


SEGA GENESIS 


JUSTICE LEAGUE TASK FORCE 


> STYLE 1 OR 2-PLAYER FIGHTING > PUBLISHER ACCLAIM > DEVELOPER SUNSOFT > RELEASE 1995 


ike the super-mullet that Superman rocks in this game, 
Justice League Task Force is a moment in DC Comics 
history that fans would like to forget. The team’s only con- 
sole game appearance until the arrival of Warner Brothers 
Interactive's upcoming Justice League Heroes action/RPG (see 
Ps. 68), Task Force is one of the lame 2D fighters that emerged 
in the wake of Street Fighter 115 popularity. This game is probably to blame i the 
fact that the JLA hasn't starred in more games, because it sucks more than Jason 
Todd as Robin. A bare-bones story pits the Justice League against each other and 
three villains: Darkseid, Despero, and Cheetah. Although there is a good thrill in fight- 
ing as Aquaman, the balancing between the characters is as broken as the Electric 
Superman storyline. Combined with an uninspired fighting engine, cheap АІ, and 
a small character roster, Justice League Task Force is so shameful that not even the 
combined might of Superman, Batman, and Wonder Woman can defeat this game's 
overwhelming wretchedness. 


0 GENESIS: 


SEGA GENESIS 


DESERT STRIKE: RETURN TO THE GULF 


> STYLE 1-PLAYER ACTION > PUBLISHER ELECTRONIC ARTS > DEVELOPER VISUAL CONCEPTS > RELEASE 1992 


his early effort from Visual Concepts had some remarkably 
smart and innovative gameplay when it first released. While 
the years have taken away its innovation, the intelligent and agi 2 
challenging design remains. As a helicopter pilot in aficti- — ' 
tious Middle Eastern war, you'll navigate a stark desert landscape, 
fulfilling a wide variety of mission objectives and blowing up pretty 
much anything within missile range. The game included all sorts of interesting person- 
alization options, including three unique control schemes and multiple co-pilots, each 
with their own strengths and weaknesses. Each campaign takes careful planning as you 
juggle fuel and weapon supplies, rescuing POWs, and finding the most efficient path 
to victory. Objectives are often interconnected, such that taking out a radar dish might 
make for an easier trip past the AA guns. Gun targeting problems and lackluster back- 
grounds could be said to hurt the game, but Desert Strike and its two sequels (Jungle 
Strike and Urban Strike) might surprise you with their complexity. 


*Score given to the game when it first appeared in Game Informer. Justice League Task Force (Gl #26 07/95), Perfect Dark (GI #91 11/00) 


GAME BOY COLOR 


PERFECT DARK 


> STYLE 1-PLAYER ACTION (2-PLAYER VIA LINK CABLE) > PUBLISHER NINTENDO > DEVELOPER RARE > RELEASE 2000 


erfect Dark on the Game Boy Color is an astound- 
ing failure. Anyone who thinks that Rare's tendency 
to under-deliver is only a recent trend need look no 
further than this hilariously awful title released during 
the company's N64 heyday. Even with some decent animation 
and digitized voice (remember when that was impressive?), 
this game barely manages to keep it together long enough to be playable. Aiming is 
sloppy, stealth is impossible, and the pointless minigames clutter the already-disastrous 
gameplay like turds in a minefield. And what's up with the portrait of Joanna in the 
upper right? It looks like she woke up at a gas station with her face in an ashtray. On the 
bright side, even if it fails as a game, Perfect Dark may work as an IQ test in a pinch. Just ` 
start at the number 80 and count down one number for every second the subject keeps 
playing. When they stop, record the number and divide by two, and there you have it! 
Trust us, anyone who even turns this game on wouldn't score higher than 40 on a real 
IQ test, anyway. 
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GAM - OVER You Are Dead 


BREAKDOWN 


's the April issue, which means you are practically legally obligated to pla 850,000 is the approximate number of Xbox 360 units sold 
jus tne P 2 у р y 'egany 8 p'ay through January in North America, which is 849,987 more than 
hilarious jokes on people all month. The world of gaming is ripe for mischie- Іш Еее trobai 


vous hijinks, so answer these questions to find out which classic prank you get оо», of Teenage Mutant Ninja Turtle-themed spam e-mail we 


E 5n ü receive features Shredder and April in compromising positions. 
to dish out this joyous foolin' season. They must be married! Ц 


1 Which of the following godly i 5 Who would win in a fight: 


8 Harvest Moon: A Wonderful 27% of respondents in a recent Japanese survey said that even 


names can NOT be found in Bahamut or Alexander? Ғе is undeniably the best con- though o already amabe; they plan to purchase the DS 
the divine chaos of Unreal A. Bahamut sole farm simulator. Which of Lite. Wow! Four screens! 
Championship 2: The Liandri B. Alexander these lovable animals will never 
кошы? Ье ап addition to your develop- 7 Number of awards won by God of War at the 9th Annual 
A. Raiden g virtual homestead? Interactive Achievement Awards. 
B. Anubis A. Goat pE ISLES SITLL SE DE SE ELIE 
„ Apophi B. Horse 
5 RES P C. Hen 0% of the people in roller rinks today are cool, regardless of how 


D. Pig tubular they were in the ‘70s. 


біп the special edition of 
Devil May Cry 5, Nelo Angelo 
is unlockable as a devil trigger 
form of Vergil. How can you 
play as this demonic power- 
house? 
A. Clear Hard Mode as Vergil 
B. Clear Easy or Normal Mode 
without using recovery items 
C. Defeat the final boss (on any 
difficulty) without getting hit 


9 vou're not anyone until 

you've been on the cover of 

Game Informer! By this logic, 

one of these "celebrities" isn't 

actually famous at all. Who is 
2 


2-3 


D. Rotate the analog stick clock- 5 Replace copies of Devil May Overwrite memory cards entirely 
wise 100 times, then press X, A. Hugh Jackman Сут &5 with DMC 2 with RTX Red Rock saves 
like, super-fast j B. Sean Connery 


C. Ben Affleck 


3 Even though it lost the NFL D. Tony Hawk 


license, Midway managed to 
cram'some creative teams into 
Blitz: The League. Which one 
of these teams is an actual 
opponent in the over-the-top 
football title? 

A. Cincinnati Coonhounds 

B. Moscow Peelers A. Tahrongi 

C. Dallas Aztecs B. Tatanga 

D. Carolina Anvils C. Charmagus 


10 Move over, Bowser! This 
main villain from Super Mario 
Land for the Game Boy will for- 

i ever be remembered as Mario's 
true nemesis! What was his 
name again? 


7 These days Visual Concepts is D. Scaramanga Cut the brakes on the Release rabid Goombas 
4 Zone of the Enders: The 2nd known for its sports savvy, but 614 steering wheel in Old Navy 
Runner may have featured back in the 16-bit era the studio 
a new main character (who developed which of these fight- 
names their kid “Dingo”?), but ing titles? 
it had a cameo appearance A. Clay Fighter 
from which familiar icon from B. WeaponLord 
another Konami franchise? С. Toughman Contest 
A. Goemon D. All of the above 
B. Metal Gear 
C. Vic Viper NOT THE 
D. Those guys from Contra FACE, NOT THE 
FACE! 
m 
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WRIGLEY:. 


2 <Juicy Fruit 
b б 


Gotta have sweet? 
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Violence 
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